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INTRODUCTION 


Adventurers will ind themselves tested in 
‘many ways during their careers seeking fame, 
fortune, justice, and truth. Some of these 
tests will challenge their strength, agility, 
spellcasting knowledge, and combat skills 
(Other encounters will equire diplomacy, conversation, 
observation skills, and social interaction, A rare 
challenge provides elements of bth and requires deeper 
thinking and analysis. Such puzzles are meant to quard 
treasure and secrets, and present a unique challenge 

to characters and players. They also suggest a worthy 
reward lies on the other sie, 

‘This product is the sequel to the Dungeon Masters 
Guild best selling product Puzzles, Predicaments, and 
Perplesities. It includes new puzzles, additional guidance 
tn selecting and running those puzzles, and two 
Complete adventures making use of these encounters. 

Puzzles, Predicaments, and Perplexiies II presents 
fifteen original puzzes fr your fifth edition DUNGEONS, 
& Deacons campaign. These encounters are designed 
to be inserted into your adventures at any point with 
‘minimal preparation. Each puzzle is presented with a 
description of how it works, its solution, and several hints 
that ean be provided to the players if they have trouble 
solving i. The hints are designed to direct the players 
toward the solution without giving it away: The full 
solution should not he revealed tothe players until al 
hints have been exhausted, and its apparent the puzzle 
fannot be solved. We hope this wll be a rare occur: 
Fence, as the answers should become evident by slowly 
revealing more about each puzzle withthe provided clues. 


THE PERPLEXITY RATING 
Thins a neve feature added in Puzzles, redicaments, 
and Perplestes I that attempts to help DMs understand 
the relative dificulty ofeach puzzle. While each group 

of players ie differeat, and i's aot easy to predict which 
Scenarios they will easily solve and which will completely 
Stump them, this rating endeavors to provide high level 
Gildance onthe dificult ofa particular puzale: This is 


‘completely separate from the Challenge Rating and 

‘concerns the difculty of solving the puzzles in terms 

‘of character skill and ability checks, 

“The general guidelines used to determine Perplexity 

Rating are: 

+ Easy. A puzzle that can be solved through sheer 
persistence. Everything that is needed to solve an Easy 
peal i right infront ofthe characters, they just need 
to pay attention and follow the clues. 

+ Medium. A Medium puzzle requires more creativity or 
investigation, Players must look beyond obvious clues 
and search for hidden patterns that lead tothe solution 

+ Hard. The most dificult puzzles require careful 
analysis, consideration of multiple scenarios, and 
observation of how multiple moving parts interact 
‘with each other. Hard puzzles may also contain an 
element of math 

While specifi players may certainly prove the Perplexity 

Rating inaccurate for them —one party may blow through 

‘Hard puzzle and become stuck on an Easy puzzle 

it serves as a guide of relative difficulty for the puzzles in 

this supplement. The puzzles are ordered by this rating 

starting with Easy and progressing to Hard, 


SCALING THE 
Puzze DIFFICULTY 


‘The puzzles, as presented, are intended to be encountered 
by Tier I (levels 1-4) characters, However, they are 
designed in a way that allows them to be made sultable 
orcharacters of all levels. Some simple adjustments 
‘ean be made to scale the difficulty up for higher levet 
characters 

‘Adjusting the DC of ability checks isthe most 
convenient method for changing the dificulty of a puzale 
tis recommended that you increase the DC of all ability 
‘checks in a given puzzle by 2 for each Tier over 1. For 
‘example, a puzzle requiring a successful DC 13 Wisdom 
(Perception) check would increase to DC 15 for Tier 
(levels 5-10) characters, DC 17 for Tier $ (levels 11-16) 
characters, and DC 19 for Tier 4 (levels 174) characters. 
Ultimately, the layers should succeed in solving the 
‘puzzle. It should be challenging but not impossible. 
Adjusting the DC ofthe associated ability checks is one 
‘way to tune the difficulty of the challenge. 

“The puzzles included can also be comprised ofa trap 
‘component to punish characters for attempting incorrect 
solutions. These traps are meant 1 increase the sense 
‘of danger and urgency around finding the solution to the 
puzzle, The inclusion or exclusion of these traps alzo 
Provides 4 technique for adjusting the dificult ofthe 
puzzles, For lower-level characters or newer players, the 
puzzle itself may provide enough of a challenge without 
the extra threat of a fireball landing on their heads if they 
press the wrong button, For higher level characters or 
‘experienced players, that threat can transform a tedious 
‘ekercise in pattern identification into « potentially deadly 
ceacounter. Several ofthe puzales have a sidebar entitled 
“Raising the Stakes” that includes optional additions to 
make the encounter more dificult or dangerous 


FAS 


OPENING Doors 
AND MORE 


By their very nature, these puzales are designed as 
‘mandatory obstacles for the adventurers to overcome 

by finding the correct solution. For many of these 
puzzles, that obstacle is represented by a locked door 
that can only be opened by solving the puzzle. While 

the door may be the most common and logical choice 
asa barricade, forcing the party to engage with the 
puzzle, a variety of options ean be substituted to suit your 
particular campaign or adventure. Some other options 
for successfully solving a puzzle include: 

+ Opening a locked chest. 

+ Uncovering a hidden message. 

+ Transporting the party to an alternate plane 


Unlocking the shackles ofa prisoner. 
Closing a magical portal. 

+ Revealing an invisible artifact. 

‘There is also an opportunity to chain together several of 

the puzzles This book also includes two adventures that 

hhave been created entirely by doing just that! 


THE ADVENTURES 


Inaddlition tthe standalone puzzles, this book also 
Includes two fulHlength adventures. These adventures 
build story around the puzzles giving them a logical 
narrative for linking them together in a series of 
challenges. The adventures can he run completely as 
‘written or as self-contained modules, ar they ean be 
dissected and used for parts in your own campaign. 

Where Heroes Lie begins wit the party being asked 
to assist with a dificult situation: helping to make sure 
justice is served properly after a thief has been captured 
by the local authorities. The items recovered from the 
thief Yead to a bigger mystery and point toa long-forgotten 
temple rumored to possess an atilactof great power. 
Entering the temple won't he easy, and once inside 
series of puzzles guard the treasure within, 

The Lost Lantern of Leonara sends the adventurers 
{nto a mysterious dungeon to retrieve alot relic sought 
ut by a peculiar acquaintance. The dungeon itself is only 
accessible via « portal hidden deep within the haunted 
‘woods, and activating that portal is just the first of many 
challenges. Once inside the dungeon, deadly puzzles 
stand in between the group and their goal, and a surprise 
ending may provide them with a moral dilemma, 


MAKING THE 
PuzzLes YOUR OWN 


While the puzzles presented here are suitable for plugging 
fnto any adventure, DMs are encouraged to customize 
the puzzles to better ft their game. There are numerous 
‘ay’ to customize each puzzle. This can include making 
the puzzles more personal to your group of adventurers, 
adjusting the puzzle descriptions to fit the seting of your 
dungeon, changing the symbols or languages involved 
to match your game world, o involving known NPCs as 
part of the solution. The puzzles provide a framework for 
logical and solvable problems that can be personalized 
to fityour adventure. 


THE PUZZLES 


hhe puzzles in this book are designed to 
‘he inserted into almost any adventure at 
fogical points. This could ental adding 
additional challenges within officially 
Published adventures or inserting new 
‘obstacles into your own custom adventure. Some 

are mre challenging than others, and a puzale that 
Appears simple at first may surprise you by stumping 
‘your players. Every adventuring party is different, 
‘and the way they approach challenges can vary 
drastically. Be open-minded when players surprise 
you while dealing with these trials 


PuncH BoarpD 


Perpleity Rating: Easy 


The party encounters «jagged stone wall mae up of 
several rows of natural looking holes, each covered with 
thick spider web. The item the party seeks lies within 
fone of these holes, but how wil they find the right one? 
And what else may hk within these burrows? 


CusToMizinG THE PuzzLE 


The versatility ofthis puzzle lies largely in the fact 
that there could be almost anything hidden within the 
holes. This could be a magic item the party secks, 2 
key 1o unlock a nearby door, ora quest item of any 
kind. Assuming the prize matches the sizeof the hole, 
the identity of the item is only limited by the DNs 
‘imagination. As such, this puzale can be placed at any 
key point during an adventure or campaign where an 
important item needs to be recovered 


Tue Puzzie 


‘The fve-by-ten grid of spider-web-covered holes contains 
a wide variety of surprises forthe party. [cis up to the 
party to punch through those webs and reach inside 

to find out what lies within. Some holes may contain 
critters who are not exactly happy that their home has 
been invaded by a foregn fist. Others may contain 
pleasant surprises. The majority of holes contain 


PUNCH Boaro Resutts 


‘ues that ead towards the hole containing the prize 
Surviving the hazardous holes and following the clues 
leads the characters to their objective. 

The hazards found in some ofthe holes aren't typically 
deadly, but more alsin to nuisances that delay finding the 
solution, Some spiders, giant spiders, and riddling rats 
{Gee appendix B, “Creatures have taken up residence 
‘within the punch board. Of course, the DM ean make 
them more deadly to increase the tension and risk forthe 
party (ee the “Raising the Stakes” sidchar) 

Appendix C contains a diagram ofthe punch board 
arid. The rows and columns are marked with numbers 
fnd letters for easy eference and tracking. The contents 
of each hole on the gr are listed in the Punch Board 
Results table, 


1 2 3 ‘4 5 A 7 a Fy 10 
[A Spiders SRight Right 1Down NotColumn Left 4Down Nothing 4Down Rats 
B AIRight NotRow 1Down Left Rate Nothing Spiders 1Down Right 2 Left 
© 1Dewn Rats «Right Nothing TopRow — 2Up—AllLeft_—3Laft_ Spiders’ 1 Up 
D IRight Right Spider. -3.Up Down Side TEM. «Rats. Nothing 1 Upar 
Down 
E Nothing S0Gold Top Row Spiders 2Left Rats 2Up Ring Left Left 
PUNcH Boaro Monsters 
Challenge 
Level Tier Tier? Tier3 Tiers 
Easy 1wilotwisp 2hellhounds 4 glant scorpions 1 beholder 
Medium 2fre snakes 2 umberhulks 2chaindevils 2 death sland 
Had 3imps 3 lameslalls 1 marth 2einyes 
Deadly 1 xorm 2 mind fayers 1 balor 1 ich 


THE SOLUTION 


By opening holes and deciphering the clues within, the 
party eventually locates ther prize. Tracking which holes 
they've already opened and what they found in each is 
Important. There may bea set or two of clues that lead 
them in circle, pointing towards holes they've already 
‘opened In that ease, they must open new holes and look 
fora new path to fallow. Since it could take a few holes 
before finding clues that get the party close tothe goal, 
persistence isthe key. By carefully following these clues, 
the party discovers the prize in the hole D7 on the grid. 


Hints AND Tips 


For players having trouble solving this puzzle, the 
following clues can he provided by the DMs to help guide 
them towards a solution: 

+ A-suecessful DC 11 Wisdom check by any of the 
‘characters allows them to recognize the value of 
tracking each hole they punch out and what was in 
it. This information could be helpful fr breaking & 
‘circular pattern if some instructions lead them back 
tw ahole they've already opened. 

+ Acharacter that makes a successful DC 12 Wisdom. 
(Perception or Nature) check realizes that the webs 
around the holes in each earner are more recently spun 
than others, indicating the item they seek is unlikely 
be in one of those four holes. 

+ successful DC 13 Intellience (Investigation) or 
Wisdom (Survival) check reveals a hole that appears to 
bbe occupied by living creatures. For every +2 over the 
DC on a successful rll, an additional hole is revealed 
(or example a roll of 13 will reveal two holes, 17 will 
reveal three holes, etc). 


INCREASING THE CHALLENGE 


While the default grid is five by ten, a DM could easily 
‘expand the grid t include more rows and columns 
‘Adding more holes to check creates additional 
‘opportunities for the characters to stumble across traps 
‘or hostile ereatures as they search forthe hidden prize 
‘within the hoes. 


Tue Devit Is 
IN THE DETAILS 


Perpecty Rating: Easy 


‘The rumors are true, Artist Edrap Nodternio does have 
‘magical door that acts as a portal to wherever you 
‘ee to go, But he doesn allow just anybody to use i 
‘Those who seck its power must prove themselves worthy 
by appreciating the effort—and detals—that go into 
Eudrap's work. 


Tue Puzzie 


When the party approaches this encounter, read oF 
paraphrase the folowing: 


You are standing outside the home of the infamous. 
Edrap Nodternio, The structure is a humble single 
level shabby looking shack held together by rotting 
‘wooden planks. Upon entering through the only 
door, you find yourselves ina dusty single room 
‘studio, Paints, brushes, and tarps litter the floor 
(Old canvases look to be thrown around. On the far 
wall you see a door. On either side ofthe door you 
‘sce an identical painting ofa horned man. Inthe 
‘mide of the studio you sce the one who must be 
Edrap. The man is sitting on his stool, painting on 
‘a canvas that is sitting on easel. Edrap looks over at 
the party and says, "Another graup looking to use 
‘my door. First you must find all the differences in 
my paintings.” He points tothe paintings bythe door. 
“Turn the knob and the door will take you where you 
need to go.” 


‘This puzzle is best used when the characters need to go 
through a magical door. Ifthey get the correct solution, 
‘hen they open the door they get to where they need to go, 
[they fil to find the correct solution and open the door, 
the path leads to arandom location as described inthe 
Ranidom Painting Door Location table. 


Ranpom Painrinc Door Location 


ds Note 
“1 The room described in the "Me and 
My Shadow” puzzle 
2. Themiddle ofa large lake, the nearest land over 
20 feet aay, 


3 leewind Dale, outside the gates of Bryn Shander. 
Walking through the front door f Edrap’s studio, 
finding themelves night where they began 

5 The Yawning Portal tavern in Waterdeep. 

6 Theinside ofa random vauk fled with treasure. 
‘The sturdy door i locked from the outside. 


‘The puzzle will test the players! observation skis, 
‘The characters will be presented with what look like 

{wo identical drawings. Upon closer examination of the 
drawings, players may natice differences. The characters 
don't know how many differences there are. If they point 
‘ut all ten correct differences, the door will pen to 
‘where they need to go. If they point out lessor what they 
believe to be more than ten, the door opens to a randomly 
determined room, 


Tue SOLUTION 
‘There are ten differences for the party to find: 
1. The length ofthe horns. 

The size and shape ofthe teeth. 
The presence or absence of a goatee. 
The numberof rivets on the breastplate 
The shape of the clasp on breastplate. 
The design ofthe engraving on the goblet 
The position of the pinky finger. 
The presence or absence of the tatoo on 
the Back ofthe hand. 
9, The direction ofthe fork atthe bottom ofthe frame, 
10. The presence or absence ofthe earring. 


Hints AND Tips 


+ Ifa character who notices the hand tattoo understands 
the infernal language, they recognize it as the symbol 
for the number ten, A successful DC 10 Intelligence 
(Arcana or Religion) check allows them to recognize 
this is an indication of the number of differences found 
in the paintings. 


+ A-successful DC 11 Intelligence (Investigation) or 
Wisdom (Perception) check ives the characters hints 
lon where to look. For example, after a successful roll 
the character has a feeling that something doesn't seem 
Fight with the goblet. 

+ Anatural 20 Intelligence (Investigation) or Wisdom 
(Perception) check allows the character to spot a 
diference. The DM may pick any diference from the 
list and point it out i the character 

+ Asuecessful DC 13 Charisma (Intimidation, 
Performance, or Persuasion) check convinces the old 
artist in the room tell the party how many differences 
to look for. 

at = _s _ 

RAISING THE STAKES 

“The DM can make this puzale more dificult by adjusting 
some ofthe mechanics Ifthe characters attempts 
Charisma (intimidation, Performance, or Persuasion) 
check and fal, the old artist wil leto the group about how 
‘many diferences there are. 

“The DM can also make the destination for an incorrect 
‘solution much more unforgiving. The characters finding 
themselves inthe Shadowfell or the Abyss is a result that 
can have dre and long lasting consequences. 


——SSeeeeQQVNTua 


BouLpER DAsH 


Pepleity Rating: Easy 


‘The party has survived all the challenges up ta this 
point. long, narrow hallway leads towards thir final 
{foal If something seems too easy about it, there may be 
‘Something more to this hallway. Sure enough, at one end 
of itsits a large boulder perched precariously atop a ledge 
above the hallway. At the other end ofthe hallway isa 
lone closed door. Can they avoid being crushed to death 
by the giant boulder? 


Tue Puzzie 


‘The hallway is 100 feet long and 10 feet wide. The 
doorway entering the hall i 20 feet from the wall where 
the boulder is siting upon the ledge, and 80 feet away 
{from the closed door exit atthe other end ofthe hallway, 
The trick o this hallway is thatthe Boor rests on a 
fulerum at its center, When enough weight ix placed 
‘beyond the fulerum usually y characters walking down 
the hallway-the loor begins to tit. When the lor its 
far enough, the boulder begins to quickly roll down the 
newly formed ramp, barrelling towards the characters 

The floor begins to tilt when more than half 
party erosses the midway point ofthe halway-80 feet 
from the end with the boulder, A that point, the lor 
‘under them begins to sink. A character witha passive 
Perception score of 13 or higher notices this movement 
The entire hallway is covered by slippery oil ax described 
by the grease spell, The loo is dificult terrain, and any 
character moving across the area must succeed on a 
DC 11 Dexterity saving throw ofall prone. 

Meanwhile, asthe party slips and slides on the slick 
and slanted hallway, the boulder rolls towards them, 
‘The slanted hallway has become a ramp fr the large 
+ock to roll down from its perch and down the hallway. 
Atthe end of each round, the boulder moves ata rate of 
35 feet. It slams into the far wall at the end of the thi 
round. A character that cannot outrun or atherwise avoid 
the boulder suffers 3d10 bludgeoning damage and is 
‘knocked prone. When the boulder comes to rest against 
the far wall, i blocks the door. It takes # successful DC 17 
Strength check to move the boulder out of the way s0 the 
door ean be opened. 


Tue SOLUTION 


Characters who realize the boulder is unleashed by 

causing the floor to tilt may understand that the trap 

an be avaided by keeping the floor level, This ean be 

done by keeping as much weight infront ofthe midpoint 

fulerum as has passed beyond it Keeping half the party 

lon either side ofthe floor, orby placing items equal to 

tr greater than the party's weight on the entrance side 

pe i 
RAISING THE STAKES 
“There are multiple adjustments 2 DM can make to this 
puzzle in order to make it more challenging and dangerous. 
‘The boulder itself can be modified. For example, changing 
haw quickly the boulder moves gives the characters less 
time to react and escape. Increasing its speed to 50 feet 
round allows or ony wo rounds before crashes into 

Having the door at the end ofthe hallway locked makes 
escape more difficult fora party trying to run from the 
boulder. A successful DC 12 Dexterity check using thieves! 
tools picks the lock, though a DM can make that lock even 
harder to pick witha higher DC. 

Lastly, the damage the boulder deals when it its a 
‘character can be increased to make it more deadly. The 
base 3410 bludgeoning damage can be scaled upward te 
match the level of the party or desired lethality 


1 sea * 5 reer 


ofthe fulerum will accomplish this. A successful DC 13. 
‘Wisdom (Perception or Survival) check allows a character 
{o recall seeing some heavy objects on their way to this 
hallway that could be used as counterweights to prevent 
the trap from triggering 

Ofcourse, ifthe group triggers the trap, they sill have 
a chance to escape unscathed. While the slick surface of 
the hallway makes for difficult terain and a chance they 
fall prone, the characters can race towards the end of the 
hallway and make it through the door before the boulder 
crashes against it 


Hints AND Tips 


For players strugaling to solve this puzzle, the following. 

‘clues can be pravided to help guide them towards 

the solution: 

+ A-character who examines the boulder with a 
successful DC 11 Intelligence (Investigation) oF 
Wisdom (Nature) check notices thatthe ledge on which 
itrests bears grooves that match the nearby floor 
section, hinting that the foor could come up to meet 
the ramp and set the boulder in motion. 

+ A suecessful DC 12 Wisdom (Perception or Survival) 
check allows a character to notice deep scrapes int the 
stone walls, indicating some kind of mechanical metal 
contraption as part ofthe construction ofthis hallway: 

+ A successful DC 13 Intelligence (History or Arcana) 
check reveals the knowledge that trapped hallways. 
stich as this one are often used to protect valuable 
treasure from grave robbers. That knowledge includes 
the mechanics of how the trap functions, 


Name Twat TUNE 


Perpesty Rating: Easy (vith a bard) / Hard (without a bord) 


Among the usual danger and chaos the adventurers 
experience, coming across something artistic and 
peaceful is «rare occurrence. When the party enters this 
oom, they notice a raised platform inthe middle ofthe 
oom with a wicked looking harp perched upon it. Next 
to the harp isastone pedestal. Atop the pedestal rests a 
single sheet of music. Behind the platform is large stone 

locks, hinges, or handles. Are any 
ly inelined and ready to pay the 


Tue Puzzie 


‘This particular puzzle room presents the challenge 
directly. The party must play the notes listed on the sheet 
of music using the harp, Playing a correct note causes the 
stone door to begin opening from the top tilting forward 
towards the platform like a drawbridge. When all the 
correct notes have been played inthe proper order, the 
ddrawbridge fully extends, and the party can eros into the 
ying an incorrect note has consequences. For each 

‘wrong note played on the harp, a quarter ofthe Hor 
drops away, causing any characters standing on it to 
plummet into apt below. See map Jl in appendix for 
the configuration of tis room, The sections of oor 
drop away inorder as labeled in map 1.1, starting with 
the quarter marked with umber 1 nd continuing 
through number 4 

Characters standing on a seetion of floor that drops 
‘must make « Dexterity saving throw to avoid falling 
ino the pit. Characters standing within S feet ofthe 
center platiorm must make a DC 12 save. The DC of the 
saving throw inereases by 1 for each additional § feet 
the character is standing from the center platform, to a 
‘maximum of 15, A successful saving theaw means they 
‘were able to reach the middle platform before the floor 
beneath them yanished. On failed save, they fall 40 feet 
into the pit below and take 446 bludgeoning damage 


Tue SoLuTion 


‘The difculty solving this puzzle largely depends upon 
the makeup ofthe adventuring party, Their skills and 
proficencies help determine how easily~or not—the 
‘roup is able to read and play the music. There are three 
parts to this puzzle: reading the musical notes, identifying 
the strings on the harp, and playing the proper notes on 
those strings. 

Examining the musical sheet reveals six notes written 
in traditional musical notation, with a familiar staf of 
lines and the notes sequentially listed from lett o right. 
Appendix E includes a handout of the sheet music that 
an be given to players. A bard or any character proficient 
‘with any musical instrument is able to read the music 
from the sheet, and identify the notes without a aki 
check If no character in the party has music proficiencies, 
they will have to rely on other skis to try and read the 
‘music. A successful DC 11 Charisma (Performance) 
or Intelligence (History) check allows a character to 
read a note. This check must be repeated for each of the 


—— 


‘The DM should not tell the players if they succeeded 
or failed on an attempt to read a note, Instead, the 
DM should tell them a wrong note. For example, ifthe 
first note isa C, and the character rolls a 10 on their 
Charisma (Performance) check, thats failure. Instead. 
of immediate cansequences and telling the player they 
failed, the DM should instead tell them that they read it 
asa D note. Only when they play the incorrect note an the 
hharp (and see the floor fll away) do they realize they got 
the note wrong. 

“The correct notes, in order, are: AF BC BG 

‘The next step is identifying the notes played by 
‘each string on the harp. The harp has seven strings. 
A character proficient with any string instrument is able 
to identify which strings on the harp represent which 
notes without a skill check. I'there is no character in 
the party with proficiencies in string instruments, they 
will have to utilize other skills to try and understand 
the harp, A successful DC I1 Charisma (Performance) 
or Intelligence (History) check allows a character to 
Identity the note represented by a string. This check 
‘must he repeated foreach ofthe six notes. I'the party 
realizes that there isa pattern tothe relationship ofthe 
notes between each string. they make any subsequent 
skill checks with advantage. See the Harp Strings table 
displaying the notes represented by each string. 


Hage Staines 
‘String Postion 

ast 

and 

ad 

ath 

sth 

ah 

th 


Note 


[Note that the DM should not tell the players ithey 
suceeded or failed on an attempt to identity a string 
Instead, the DM should tell them a wrong note 
For example, ifthe thid string is the A string, and the 
character rolls 29 on their History check, that's a failure, 
Instead of immediate consequences and telling the 
player they filed, the DM should instead tell them that 
they identified it asthe B string. Only when they play the 
Jncorreet string on the harp (and see the floor fall away) 
will they realize they identified the string incorrectly. 

‘The final step is combining the understanding ofthe 
‘musical notes on the sheet music and the knowledge of 
the harp strings. they successfully completed those 
‘wo parts then this part is simply the execution of 
playing the notes on the harp. Playing the correct notes 
is incremental. In other words, playing an incorreet note 
does not mean they must start over from the beginning, 
For example, if they get the frst two notes correct, then 
the third note wrong, the next attempt should be the 
correct third note, not starting er atthe first note. The 
players are not penalized for resuming with a correct 
rote where they left of 

‘The correct strings tobe plucked, in order, to play the 
proper musical notes are:3 145.42 

‘As the floor around the platform breaks away with 
each incorrect note, the characters must crowd on the 
‘midale platform to remain safe. The drawbridge door 


OARE = 5 reer) | 


lowers I foot foreach ofthe first five correct notes 
played, and then the final distance to complete opened 
position when the correct sixth and final note is played. 
lemay be possible for characters to squeeze through the 
door before itis fully opened, but they may also have to 
traverse the gap between the platform and the opening if 
the loo in between has fallen away. 


Hints AND Tips 


For players strugling to solve this puzzle, the following 

‘ues can be provided to help guide them towards 

the solution: 

+ Ifthe party has played a least one correct note before 
playing an incorrect note, any character with a passive 
Perception score of 11 or higher realizes thatthe door 
didnot close a all and is still in the partially opened 
position, indicating they should continue where they 
left of, andl not start over from the beginning. 

“+ Acharacter examining the harp that succeeds on a DC 
12 Wisdom (Perception) or Intelligence (Investigation) 
check realizes they ean partially mute the string while 
holding it. This allows for testing the sound ofthe notes 
‘without actually triggering the puzzle. Utilizing this 
technique, the party has advantage on checks to try and 
determine what note each string plays. 

«+ Examining the musical notes closely and succeeding on 
‘5 DC 13 Intelligence check uncovers the relationship 
Ihetween the diferent notes, After learning this, 
“subsequent checks to understand each note are made 
with advantage. 


KAS 


TIME WILL TELL 


erpesty Rating: Mesum 


‘The party is faced witha collection of doors, and they 
must choose the carrect one ta praceed, However, 

the correct doar changes over time. The group must 
recognize the evidence pointing towards the proper door. 


Tue Puzzie 


‘The room for this puzzle isa circular room with welve 
closed doors spread evenly along the continuing wall. The 
‘roup will arrive in this room from above or below. This 
ean be by way ofa staircase, ladder, or pit trap. The party 
can leave the way they came, but in order to progress 
towards their goal, they will have to select the one correct 
door among the twelve available. When the party enters 
this room, read or paraphrase the following: 


‘This room is circular with closed doors surrounding 
‘you on all sides. A quick glance around reveals 
there are twelve doors in total, all spaced equally 
apart. The doars appear to be identical, made of 
soll wood! with a brass doorknob and no visible 
lock. Inthe center of the room isa small raised ring 
the stonework of the Boor carved in such a way that 
the edge ofthe ring rises about two inches from the 
ground. The sun shines into the room from a large 
square opening inthe ceding 


A passive Perception score of 12 or higher. ora 
successful DC 12 Wisdom (Perception) check reveals 
that above each of the daoes carved ino the stone is 
‘anumber from I through 12. The default language of 
these numbers is common, though the DM can have 
these writen in any language to adjust the dificulky of 
the puzale by requiring a specific character or spell 0 
decipher them, 

“The proper door is only available during the day and 
changes each hour. Ifthe characters select the correct 
door. they are led down a winding tunnel that eventually 
leads them tothe next area If the characters select the 
‘wrong door, they travel down a winding tunnel for 1d 
hours before they come toa ladder. Climbing that ladder 
leads them through a door inthe floor ofthe original 
puzzle room. They find themselves back where they 
Started, This door can only be opened from below. Ifthe 
characters insist on attempting to open this door and 
following that tunnel inthe opposite direction, it also 
leads hack to this room. In effect, the tunne! between the 


{door in the floor ofthis 
oom and any ofthe eleven 
incorrect doors is one long, 
‘winding, circular path 


Tue SOLUTION 


‘The solution ta this puzzle 
is revealed by combining 
three key clues found 
‘within the room: the 
rumbers over the doors, 
the ing inthe center ofthe 
oom, and the sun coming 


‘orsundial. In order to find 
the proper door at any 
aiven time, the characters 
‘must place an item in 

the ring in the center 
ofthe room so thatthe 


sun coming through the 
ceiling casts a shadow of 
it The shadow points tothe 
correct door. 

Unfortunately, at night— 
‘when the sun is not shining 
through the ceiling none ofthe doors will ead to the 
exit. The group must wait for sunrise in order to solve 
this puzae 


Hints AND Ties 


Por players having trouble solving this purze, the 
following clues can be provided by DMs to help guide 
them towards «solution: 


+ Accharacter who suceeeds on a DC 11 Intelligence 


(History or Nature) cheek realizes the nurnbers and 
positioning af the doors resemble a clock or sundial 


+ Asuccessful DC 12 Wisdom (Perception) oF 


Intelligence (Investigation) check focusing on the ring 
in the Noor reveals several scratches and scuff marks in 
the stone, hinting that items may have been repeatedly 
placed ints center. 


+ A-successful DC 13 Wisdom Survival) check exposes 


the key placement of the hole in the ceiling and 
‘notices that the direction of the shadows belonging 
tothe characters change position as they spend time 
in the room. 


CREATURES FROM THE DARKNESS 


Time Tier) Tier? ‘Tier3—Tierd 
Jom— beholder 
Spm 
10pm= pit fend 

midnight 
Yam= androsphinx 
3am 
4am- hook closker iron goristro, 
Gam horror golem 


THE SKELETON CourRT 


Perpleity Rating: Medi 


Thee skeletons sit upon thrones facing the center ofthe 
room, Gemstones rest in their empty eye sockets. Before 
them are three small woaden chests on raised pedestals. 
The corpse of an unfortunate adventurer lies crumpled 
fon the ground in the center of the room. Several arrows 
protrude from the body. The skeletons silently watch as 
events unfold before them, waiting to judge the actions 
‘of those who dare enter the chamber. Those who present 
the expected tributes will be rewarded. Those who fail 
will be punished. 


Tue Puzzie 


Solving this puzzle requires placing the proper chest in 
front of each skeleton. The skeletons each have a different 
set of gems in their eye sockets. The skeleton tothe left 
hhas red rubies in ts eyes. The skeleton to the right has 
{areca emeralds in its eyes. The skeleton in the center 
hhas one red ruby and one green emerald in ts eyes. 
Recognizing this is crucial to solving the puzzle, and 
something the party notices when they enter the room. 

Characters examining the corpse discover a strange 
‘magnifying glass in its right hand. A successful DC 11 
Intelligence (Areana or History) check reveals the item 
to bea magayng lass of x-ray vision (appendix A) 
However, the magnifying glass has been damaged. The 
lass is cracked, and the item is extremely fragile, The 
‘character who identified the item also realizes that it only 
hhas one use left before the glass breaks, rendering the 
device useless, 

A character who investigates the corpse further learns 
more about with a successful DC 11 Intelligence 
(nvestigation) or Wistlom (Survival) check. The 
adventurer appears to have been a treasure hunter, 

With several maps tucked into a pouch and intricate 
{trinkets hanging fom their belt, Although the ems look 
tobe somewhat elaborate, they are mostly worthless 
‘ornaments and have no significant market value. It 
seems the adventurer was examining the chests with the 
‘magnifying glass when they met their unfortunate fate. 

An adlitional check of the eause of death and arrows 
sticking from the corpse can uncover more details. A 
Successful DC 12 Wisdom (Survival) or Intelligence 
(Nature) check reveals the arrows tobe commonly used 
by hostile creatures who reside nearby. The arrows 
are not part ofa trap within the room. The fact that the 
treasure hunter succumbed to their wounds in this room 
svas a coincidence, 


Tue SOLUTION 


Solving this puzzle requires the party to place the proper 
chest in front ofthe correct skeleton. Each ofthe three 
chests contain gems that correspond with the gemsin the 
eyes ofthe skeletons: 


+The chest on the left contains emeralds, 
{The chest in the center contains rubies, 
+ The chest on the right contains emeralds and rubies 


The chests are magically sealed and cannot be opened. 
The damaged magnifying glass allows the party to ook 
Insite one, and only one of the chests, and identify only 
‘one gem within the selected chest. The challenge comes 
indetermining what each chest contains by only viewing 
fone single gem inside one ofthe chests 

Of particular note, the chests are eack placed on 
incorrect pedestals. A successful DC 10 Intelligence 
(vestigation) or Wisdom (Perception) check focusing on 
the chests or pedestals reveals a mechanism that raises 
fr lowers the level ofthe platforms The mechanism 
or levels ofthe pedestals cannot be manipulated in 
fany way aside from the chests being placed on them, 
There isa series of pegs that tino the bottom af each 
chest, and those pegs are part of the machinery that 
determines the level ofthe platform. Upon discavering 
this, the characters learn that none ofthe platforms 
are in the correct position. Each one of them isin the 
incorrect location. 

‘Knowing that none of the chests are inthe proper 
position isa crucial piece of information, so the DM 
should encourage the party to discover ths if they haven't 
realized it on their on. With this piece of knowledge, they 
fan then make their selection and solve the puzale 


The correct chest to examine is the one in front ofthe 
skeleton with the emerald and ruby eyes, Even though 
they can only examine one gem within the chest, knowing 
that each isin the wrong position means that whatever 
‘gem is revealed within this chest isthe only gem in 

that chest. 

‘Given this information, the group can determine the 
proper examination and placement ofthe chests. The 
party should use the one charge left in the magnifying 
flass to examine the center chest, the one infront of the 
skeleton with ruby and emerald eyes. This examination 
reveals a ruby. which means that it must contain only 
rubies. They can then move the original center chest into 
position infront ofthe skeleton with ruby eyes, the an 
‘on the left. That means the chest in the left position ix 

The chest that was previously placed in the left 
position now needs a new location. The available 
Positions are the vacated center position and the occupied 
Fight position, infront ofthe skeleton with the emerald 
‘eyes Hit were tobe placed in the center position, that 
means the chest on the right would not have been moved 
atall. Knowing that all the chests ae inthe incorrect 
position means that each chest must be moved. Therefore, 
the chest from the left postion must he moved to the 
right position, and the chest in the right postion is moved 
into the center position. The Skeleton Court table further 
illustrates the solution, 


SKELETON Court 


‘Steleton Original Solution 
Eyes Postion Chest Chest 
Rubies Left Emeralds Rubies 
(From center) 
Rubies and Center —«Rubies_—=Rubies and 
Emeralds Emeralds 
(fram neh) 
Emeralds ‘Right Rubies and Emeralds 
Emeralds (from left) 


Once all three chests are placed in their proper 
positions the puzale has been solved, The pedestals 
descend into the loor with a grinding noise, the eves of 
the skeletons illuminate, andthe prize is revealed 
ets, 
RAISING THE STAKES 
“This puzzle is perfect for adding traps round the room 
for the characters to potentially stumble upon. Trip wires, 
pressure plate, and traps placed onthe chess all offer the 
chance to add danger and violence to this encounter. 


= 


Customizine Tuts Puzzie 


This puzle can be customized in a way to reward any 

variety of prizes I's not dependent upon a locked door 

fr portal ike some other puzzles, and the DM can get 

creative in how this is incorporated into their adventure. 

‘Some possible results from solving this puzzle inlude: 

+ A chest rises from the ground in the middle ofthe room 
and contains a prized item, 

+ The mouth of one or more skeletons drops open, 
revealing apiece of paper containing valuable 
information 

+ Arrope ladder uncols from the ceiling, inviting the party 
to climb upwards to the next level. 

+ A-secret compartment atthe base of one of the thrones 
opens, revealing a rusty key. 


Hints anv Ties 


For players having trouble solving this puzzle, the 
following clues can be provided by DMs to help guide 
them towards a solution 


+ Accharacter that makes a successful DC 10 Intelligence 
(Arcana or History) check recollect thatthe owners 
of such precious gems always want to be reunited with 
them after death. This helps guide the party towards 
‘matching the contents of the chests with their owners 
based on the eves. 

+ A-successful DC 11 Intelligence (Investigation) or 
Wisdom (Survival) check leads the party towards 
looking more closely at the pedestals and chests. This 
points them towards discovering the mechanism as 
described above, 

+ Groups not understanding the importance ofthe chests 
being in incorrect positions can realize this i crucial to 
the solution with # successful DC 12 Intelligence check, 


ME AND My SHADOW 


Perpesty Rating: Medium 


‘Traversing the dungeon hasnt been easy forthe party, 
and it doesn't look like it's going to get any easier once 
they enter this room which contains dangerous shadows 
dancing across its walls, Not only do the shadows play 
tricks on their eyes, they are much more deadly than that. 


‘THe PREDICAMENT 


‘The party enters a 60-by-60-foot empty room. The room 
is dimly it by two torches, one on each side ofthe room, 
‘Across the empty room, the party can see a strange 
looking door. On closer inspection, they realize the door 
is really just the shadow of « door. Looking back at the 
door they came in, they see tha it also has become a 
shadow of a door. Ifa party member touches the shadow 
door the torches extinguish and the room goes dark for 
ten seconds, The two torches then reignite and an eerie 
soice says, “Lown your shadows. Next I'll own your souls” 
‘The characters then notice their shadows leaving theit 
feet and forming a hideous shadow ereature on the floor 
‘The shadow creature attaches itself to a party member 
and attacks. The creature ean move around the room by 
reattaching itself to a different party member, 

Ifthe party can destroy the shadow creature 
(appendix B), the doors cease to be shadows and are 
‘normal, functioning doors once again. This predicament 
will force the party to work together to defeat a shadow 


CusToMizinG THE PREDICAMENT 


‘This encounter is contained toa single room, which 
‘means it can be placed almost anywhere within an 
adventure. It fits well within a dungeon but can be used 
in other strange places the party may be exploring, or as 
a defensive mechanism within strongholds or keeps. The 
‘number of doors within the room can also be adjusted 
ceasily, with each of them hecoming a shadow until the 
creature has been defeated, 


THE SOLUTION 


‘To solve this predicament, the party must defeat the 
shadow creature, However, that i easier said than done, 
as it is immune tall damage when itis onthe floor or 
ceiling ofthe roam. The ereature ean only be damaged 
‘when itis on a wall and it moves in such a way to avoid 
being on the wall whenever possible 
‘The party must use available light sources to force 

the shadow creature onto a wall When the creature is 
attached to a specific character that character’ shadow 
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is where the creature manifests itself. The characters 
‘must use a light source to project the shadow creature 
‘onto a vertical wall, at which point it ean be attacked 
Once the ereature has been defeated, all the doors in the 
room return to normal and become usable, 


Hints AND Tips 


+ While using a light source, a successful DC 11 Wisdom. 
(Perception) check allows a player to notice that they 
‘can move the shadow creature by moving the light 
Source relative ta the character to which the creature 
is attached. 

+ A successful DC 12 Intelligence Investigation check 
‘ofthe roam reveals that there are gashes, 

Scorch marks in random clumps on the wa 
‘wal was attacked 

+ Acharacter that makes a successful DC 12 Intelligence 
(Arcana) check realizes there are signs of m: 

‘damage spells in certain areas on the Wa 
wall was attacked, 

“+ When a character has the shadow creature attached 
to them, a successful DC 13 Wisdom (Survival) check 
allows them to realize standing close toa wall almost 
always causes the shadow to be cast onto that nearby 
‘wall allowing the creature to be damaged. A success 
‘against a DC 15 reveals that standing ina corner is 
‘even better, as two nearby walls give an even better 
‘chance of light casting the shadow on one ofthe 
adjoining walls. 


FAX 


THE TALKING SCALE 


erpesty Rating: Mesum 


‘The group sees a giant scale approximately 30 feet lang, 
20 feet wide, and 15 fet tal sitting along a wall. This isn't 
‘ny ordinary scale. A collection of identical erates are 
Scattered about the room. Somehow, the characters must 
use this unusual see to determine which erate contains 
the item they seek. 


THe Puzzie 


‘This seae is alive, In the center are two huge eyes, 
‘ose, mouth, and iong grey beard that les upon the 
floor in front of it. Scattered around the room are eight 
‘identical ooking crates, each about 3 fet square. The 
scale watches the partyin silence until itis addressed or 
‘party member touches a crate. When this happens, read 
fF paraphrase the fllowing 


The seale looks at you carefully, opens its mouth, and 
coughs loudly. In an old, raspy vice, it says, “The 
item you seek isin one of these erates. But which 
‘ne? The heaviest, of course. Be warned: opening the 
incorrect erate destroys them ll, including the one 
‘you seek” The seale coughs again before continuing 
"You see these erates have heen magically modified 
to look, smell, and weigh the same to ordinary 
beings: Only living scales such as myself can detect 
weight difference.” The scale makes a strange 
sound somewhere between a burp and a sneeze, 
“But my time has come, and Iam weak. Ihave not 
the strength to weigh more than two times. But lam. 
|happy to spend my lastnight inthis world helping 
‘you find the correct crate." It closes its eyes and takes 
‘deep breath. “Once you have decided haw it wi 

bbe done, put the erates upon my platforms. Once 

they are set, tug on my beard, and I shall begin the 
‘weighing. Remember, lean only do this twa times 
before I'm gone: 


‘There are eight dential erates and one giant living 
scale in a room. The item the party is looking fr isin 
fone of the erates. By magical or conventional means, 
allthe crates look, smell, and weigh the same to the 
players, Ifthe incorrect erate is opened, then all the 
trates are destroyed and any items in those erates are 
also destroyed. The players must use the living seale to 
figure out which erate is the heaviest. The dilemma exists 
in thar the living seale can only make two measurements 
before it dies. 


‘Tue SOLUTION 


‘There are eight crates. They willbe referred to by 
‘numbers 1 through 8. Seven of them are of equal weight. 
One is heavier The trick to solving this puzzle is using. 
the option of not weighing certain tems as a third 
comparison, In ather words, using a control group of 
items the players don't weigh can ad in their deductions. 
‘There are therefore actually three items or groups of 
laems being compared—the left side, the right sie, and 
those not placed on the scale. The following weight 
checks explain the steps for locating the heaviest crate: 


First weicn cHeck 

Place erates 1,2, and 3.on one side of the scale and 4, 

5, and 6 on the other. Crates 7 and 8 are not placed on 

the scale. 

(Case 1: Iferates 1,2, and 3 are heavier, then one of these 
must be the heaviest, 

Case 2: Ifcrates 4, 5, and 6 are heavier, then one of these 
must be the heaviest 

(Case 3: Iferates 1, 2, and 3 weigh the same as crates 4, 5, 
‘and 6, then crate 7 or 8 must be the heaviest. 


Szconn waiGHT cHECK 

Place erate Ion one side ofthe scale and erate 2.on the 

other. Crate 3is not placed an the scale. 

(Case 1. f crate 1 is heavier, hen crate Lis the heaviest. 

‘Case 1.2: If crate 2is heavier, then crate 2is the heaviest, 

Case 1.3: If crate 1 and 2 weigh the same, then erate 3is 
the heaviest, 


Skconn waiGHT cHECK 

Place crate 4 on one side ofthe scale and erate § on the 

other. Crate 6 isnot placed an the scale. 

‘Case 2.1: I crate 4 is heavier, then crate 4 is the heaviest. 

‘Case 2.2: Iferate 5 is heavier then crate 8 is the heaviest. 

(Case 2.3:Herate 4 and 5 weigh the same, then erate 6 is 
the heaviest, 


Sconn waiGHT cHECK 
Place erate 7 on one side ofthe scale and erate 8 on 
the ather 


erate 7 is heavier, then crate 7is the heaviest. 
erate 8 is heavier, then erate 8 is the heaviest. 
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Hints AND Ties 


Ifthe party struggles to gure out how to make the 

‘measurements, the seale ean provide a hint or two: 

+ Have the scale use the word “oda to help direct the 
party toward using odd numbers (three items on each 
Side) as their first measurement, for instance, "I's odd 
that you are taking so long to figure this out.” 

+ Ifthe party continues to struggle, the scale can say, 
“Tye always enjoyed weighing things in odd nurnbers," 
fr “One is good but three is better. Two will never do.” 

+ With a successful DC 13 Charisma (Persuasion) check, 
the scale will reveal that he has previously weighed the 
two erates in the corner and they are the same weight. 
‘That helps eliminate two erates from consideration, 
leaving only six to be dealt with. The solution now is 
‘much easier two on each side and two off for the first 
measurement, and s one-2gainst-one measurement of 
the pair deemed heaviest from the initial weig 


RIDE THE LIGHTNING 


Perplesity Rating: Medium 


‘The players approach an unusual construction made from 
several pieces of sculpted stone. The stones are arranged 
{na circular formation, ereating an opening in its center. 
‘Strange markings are carved into what appears to be 
‘deactivated portal. A small charge of electricity fos 
ita one of the stones, the current buzzing steadily. Does 
the party need to use a portal to reach some distant 
location? Figuring out how to activate this strange device 
Is suddenly a crucial pat of their quest 


Tue Puzzie 


In order to activate this portal, the heroes have to use 
the incoming electricity to charge the entire structure. 
‘This involves two essential factors. First, the party 

‘must decide how they will conduct the electricity from 
ne stone to another. Secondly, the electricity must be 
conducted ina speciic order. This means the connections, 
‘must follow a precise pattern, each stone in the portal 
having the electricity un int 

"There are eight stones making up the portal, all the 
same size and evenly placed, The portal is about 6 feet 
indiameter. Whea deactivated, the center of the portal 
does not contain any special properties~it's simply open 
space through the rng of stones, Each stone is engraved 
‘with a rune. See appendix F for an illustration that can be 
presented tothe players to better visualize the puzzle, 

“The cause ofthe electrical charge coming into the 
ppuzale appears to be magical in nature. Infact, there does 
‘ot appear to be an actual source at all. The small blue 
bolt of constant lightning appears to be hovering over 
‘one of the topmost stones and charging ft. The other end 
ofthe bot simply terminates inthe air about afoot from 
the stone. No skill check or magie spell wil reveal the 
source. Where the energy is coming from is not important, 
to the solution of the puzale. The electricity itself isthe 
‘mechanism for solving it. 


‘Tue SOLUTION 


For the characters to begin solving this puzale, they frst 
have to recognize that the way to activate the portal is to 
fet the electrical current flowing through each stone by 
‘crossing through the center ofthe porta. A successful DC 
12 Intelligence (Arcana, Investigation, o Nature) check: 
reveals that all the runes on most ofthe stones appear 
to be dull and deactivated, while the une on the stone 
thatthe electricity is Nowing through is glowing brightly. 
‘This gives the characters the information needed to 
lunderstand the electricity must touch all the stones. 

Connecting the electricity from one stone to another 
presents the first challenge. The porta isn very big, so 
‘ne option is for the characters themselves to conduct the 
electricity. Any creature medium size or larger ean reach 
fram one stone across to another stone, transferring the 
electricity through them. Of course, this isn't the safest 
choice, and it does hurt abit. For each round a character 
spends using their bod to connect two stanes they must 
‘make « DC 13 Constitution saving throw. On a failure 
they take 1d6 lightning damage. 

Using items to connect the stones and transfer the 
clectricity is a better choice, provided the characters 


possessor can obtain items sultable for the task. Luckily 

this electrical current is very conductive, so just about any 

item will work. A few possibilities include: 

+ A rope. Depending on the length, it may even he able to 
‘make multiple connections. 

+ Weapons. Multiple weapons can be linked together 10 
span the gap between stones, 

+ Environmental items. Depending on where the portal 
is located, items like tee tranches, metal pipes, of 
‘hunks of stone can work. 

Once theyve figured out how to connect the stones, the 
‘ext step is connecting them in the right order. The runes 
fon the stones provide guidance for this. See the diagram 
in appendix F for the arrangement of the runes and the 
positions for each stone. There are three different runes: 


Diacram 1.2: RUNES 


‘The frst rune appears four times (tones 1, 6,7, and 
8) and fas an arrow pointing straight across. On the first 
stone where the electricity enters the stone ring, the rune 
is glowing. The arrow pointing straight indicates the 
electricity should go straight across from the first stone 
to the stone directly opposite (tone 8). This indicates that 
the current going out from this stone should go straight 
across to the stone directly opposite. That means stone 6 
ccannects into stone 2, stone 7 connects inta stone 3, and 
stone & connects into stone 4 

‘The second rune only appears once (stone 2) and 
indicates the final stone that receives the electricity. 

‘The third rune appears three times (stanes 3, 4, and 
5)and has two dots and a design that points tothe left 
Deciphering this rune is key to solving the puzzle. The 
left pointing design indicates the electricity should be 
‘connected ta the stone tothe left oft, The two dots 
represent two stones hetvicen this stone and its target. 
Each stone with this rune directs its incoming current to 
the stone three spots tits let. 

“The proper order ofthe electricity from stat to end is 
1,8,8,4,7,3,6, 2, The correct solution looks like this: 


DiacraM 1.3: ELecraicrty PATTERN 


= 
Hints anp Tips 


Por players having trouble solving this puzzle, the 

following clues can be provided by the DM 

+ Asuccessful DC 11 Wisdam (Perception) or 
Intelligence (Investigation) check confirms that all the 
stones inthe ring must have electricity passed through 
them inorder to tctivate the portal. 

+ The party recognizes that it could use some items 
found in the surrounding area as conductors with 2 
successful DC 12 Intelligence check, 

+ Characters who investigate the runes carefully can 
surmise the meaning ofthe runes with a successful DC 
13 Intelligence (Arcana or History) check, 


Customizine Tu1s PuzzLe 
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Character 
Level” Creature 
Tier a dsplacer beast 
Tier? a hydra 
Tier} beholder 
Tier4 a death knight 
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THE DRAGON TEMPLE 


Perpesty Rating: Medium 


A mysterious temple located deep in the jungle is said 
to have been built centuries ago by dragon-worshipping 
cultists. Intricately carved statues of dragons adorn the 
fexerior ofthe temple and its surrounding area, Rumors 
‘suggest the temple contains hoards of treasure that were 
collected forthe dragons. Many have tried to penetrate its 
defenses, None have succeeded... yet. 


Tue Puzzte 


For this puzzle, the party must unlock the door to the 
‘temple by iteracting with several dragon statues in the 
area. These interactions require an item that acts ike a 
keys mysterious artifact known as the staff of dragon's 
breath (see appendix A) Without the staff of dragon's 
‘breath the party has no chance of entering the temple. 
Its entrance is scaled by mechanical and magical means 
that even the most powerful spells are unable to unlock. 

How the group comes into possession ofthe staff af 
dragon's breath is up tothe DM. It could be an item that 
‘vas discovered much earlier in the campaign, or it could 
be obtained at the very beginning ofthe adventure when 
they explore the temple. Suggestians for obtaining the 
staf include: 


+ Discovered as seemingly anciom loot in a dungeon 
the group previously explored. 

+ Presented to the party by an old hermit asa reward 
for helping him with a dangerous task, 

+ Recovered from a group of bandits who attempted 
to ambush and rob the group. 


‘The dragon statues found around the temple are made 
fof various materials. The majority of them are carved 
from stone, the gray rock weathered and crumbling, 
‘The statues relevant tothe puzale are made of colored 
stone and show no signs of decay. These statues are 
+ Ruby. Adragon carved from the red gemstone stands 
‘with is mouth wide open, revealing sharp teeth 
+ Sapphire. The statue carved fram blue gemstone lies 
surfed in ball, its eyes open and alert for intruders. 
+ Emerald. The dragon carved from green gemstone 
rears up onits hind legs, wings spread. 
+ Onyx. The statue carved from black stone is posed 
as fit is walking its head glancing over its shoulder. 
+ Quartz, The dragon carved from translucent 
‘White stone is siting patiently, inviting a visitor 
to come closer, 


THE SOLUTION 


‘When the party approaches the temple for the first time, 


‘asuceessful DC 12 Wisdom (Perception) check allows 
them to notice that few ofthe statues stand out from the 
rest due tothe colorful materials they are carved from, 
Characters who examine the colored statues discover 
‘round slot on the back of each ofthese statues with 
a successful DC 13 Intelligence (Investigation) check, 
‘These slots are the exact size and shape needed for the 
staff of dragan's breath to side int, 

Unlocking the temple involves using the staff of 
dragon's breath to magically activate each colored 
statue. This is done by inserting the staff into the slot 


on each statue, and having the staff come into contact 
‘withthe element that matches the breath typeof that 
particular dragon. In other words, the group must be 

able to produce, magically or otherwise, the damage type 
that matches the breath weapon of each dragon, 

‘The means of generating each type of substance is up 
to the party to solve. Magic items, spells, or physical items 
are all acceptable. The solution is as follows, matching 
teach dragon with ts hreath weapon: 

“+ Rubyjred dragon: Fire. 

+ Sapphire/blue dragon: Lightning. 
+ Emeraldjgreen dragon: Poison. 
+ Onya/black dragon: Acid. 

+ Quartz/white dragon: Cold, 

When the correct interaction has taken place and 
the proper damage type has come into contact with the 
staf of dragon's breath while tis sloted into the dragon 
statue, the statue begins to glow. A beam of ight, colored 
the same as the statue, appears between the statue and 
the locked daor. Once all five beams of colored light are 
activated by the proper interaction with each statue, the 
door slides open. Each beam remains active for one hour 
after thas heen initiated. When a beam deactivates, 
it may be reactivated again immediately by the same 
Interaction between the statue, the staff, and breath 
‘weapon simulation 


Hints anp Tips 


For players having trouble solving this puzsle, the DM can, 
provide the following lues ta help guide them towards 
‘solution: 


+ Ifthe players do not realize the slots in the statues are 
the perfect size for the stall t slide into, a suecessful 
DC Intelligence check reveals this fac. 

+ A successful DC 12 Wisdom (Animal Handling) or 
Intelligence (History) check reveals that there is a 
connection between solving this puzzle and the specific 
‘dragon type represented by each ofthe colored statues 

“+ Acharacter attempting to learn more about how to 
interact withthe statue with the staf realizes that the 
dragons’ breath weapons are part ofthe solution with 
‘a successful DC 13 Intelligence (Arcana) check. 
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WATER WEIGHT 


erpesity Rating: Medium 


Alarge stone fountain sits inthe middle of the room. 
Behind it isa door barricaded by a heavy metal gate. In 
front ofthe gate is «small cistern. Next to the fountain 
rests two buckets, one larger than the other Itlooks like 
‘someone has heen moving water from the fountain to 
the cistern, but itis currently empty. How much must be 
‘poured into the cistern to open the gate? 


THe Puzzie 


“The characters must use the available buckets ofl the 
cistern with the proper amount of water in order to open 
the gate. However, neither full amount from either bucket 
Js the correct amount. The proper amount of water is a 
‘measurement between the maximum capacity ofthe twa 
‘buckets. This puzzle requires abit of logical thinking, and 
perhaps some trial and erro. 

“The water lows from the fountain endlessly, so there 
is never a shortage of water, The players may frecly fl 
‘one oF both buckets from the fountain, The cistern can 
ba illed with water from the buckets. Only the proper 
amount within the cistern will open the gate. There is no 
Indication o reaction by the puzzle when an improper 
amount of water is placed within the cistern. There is a 
‘small cork plug atthe bottom of the cistern which can be 
‘removed to drain the water from iin order to reset the 
puzzle and try again, 


THE SOLUTION 


Delivering the proper amount of water into the cistern 
takes some logical thinking and calculations, Neither 
‘bucket delivers the proper amount by itself, but using the 
two buckets together ean find the intermediate amount 
For reference purposes, consider the bigger bucket 
the Lange bucket, the smaller bucket the Small bucket, 
land the proper amount a Medium quantity, between 
the capacity of the Small and Large buckets. If this is 
confusing tothe players, the buckets can alternatively 
be referred to asthe three gallon bucket and the five 
gallon bucket. Four gallons are required in the cistern 
{o open the gate 


‘There are two possible solutions to this puzzle, both 
lasing the capacities ofthe twa buckets in strategic ways. 


Soutien 1 


‘Step 1: Fill the 3 gallon bucket completely with water. 
Step 2: Pour the 3 gallons of water from the small bucket 
nto the $ gallon bucket 
Step 3: Fill the 3 gallon bucket completely with 
‘water again, 
‘Step 4: Fill up the § gallon bucket with the 3 gallon 
bucket. The 5 gallon bucket already contained. 
3 gallons, so only 2 gallons wil tin it. This leaves 
exactly gallon remaining in the 3 galion bucket. 
Step §: Empty the § gallon bucket hack into the fountain 
Step 6: Pour the remaining | gallon of water from the 
“gallon bucket into the 5 gallon bucket. 
Step 7 Fill the 3 gallon bucket. 
Pour the water from the 3 gallon bucket into the 
lon bucket. This gives exactly 4 gallons within the 


‘Step 9: Pour the 4 gallons from the 5 gallon bucket into 
the cistern to open the gate 


Sowution 2 


Step 

Step 2: Pour the water rom the 5 gallon bucket 
‘nto 3 gallon bucket, leaving 2 gallons in the 5 
sallon bucket. 

‘Step 3: Empty the 3 gallon bucket hack into the fountain 

‘Step 4: Pour the 2 gallons in the 5 gallon hucket into the 
“gallon bucket. 

Step §: Fill up the § gallon bucket and pour it into the 
“gallon bucket until it's fll, Since the 3 gallon bucket 
‘wil only ft one more gallon, this leaves 4 gallons in 
the 5 gallon bucket. 

Step 6: Paur the 4 gallons from the 5 gallon bucket into 
the cistern to open the gate 


Hints AND Tips 


For players having trouble solving this puzzle, the 
following clues can be provided by DMS to help guide 
them towards «solution: 


Characters examining the buckets realize thei relative 

sizes mean that there would be an intermediate size 

‘that logically fis between them with a successful DC 

10 Intelligence check, 

+ Aclose examination ofthe buckets and a successful 
DC1 Intelligence (Arcana or History) check reveals 

markings or runes that show the measurements of 

teach bucket tobe the equivalent of 3 gallons and 

5 gallons. 

A successful DC 12 Wisdom check allows the 

character to understand that the measurement of 

pry space in each bucket jas as important asthe 
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TALES FROM THE CRYPT 


Perpesty Rating: Medium 


A powerful magic golden scepter was buried inthe erypt 
ofthe adventurers who retrieved it many years ago. A 
‘new threat requires the retrieval of ths item, But the 
adventurers did not leave it unguarded. The party will 
hhave to qather clues and piece them together in order to 
solve the riddle ofthe erypt and prove themselves worthy 
ofthe legendary artifact 


Wuat's THE ITEM? 


Although the defaule item is» golden scepter, the 
‘magic item hidden inthe erypt can be anything. lca 

bbe something that ties into a larger campaign, a key 
‘component in an overarching storyline quest. The tem 
fean be used as part of a retrieval quest within a single 
fadventure. The item isthe reward atthe end of the pura, 
an plays part inthe story behind the puzzle, ut its 
factual detalls are up to the DM. 


Tue Puzzie 


‘The crypt holds the coffins containing the remains of 
famous adventurers, These adventurers were part of 
a legendary party whose deeds were captured in bard 
‘Songs across the world. One particular song holds the key 
to unlocking the coffins and recovering the sought after, 
item: magical scepter made of gold. Unfortunately the 
nly sheet containing the lyrics to that song has been torn 
to pleces and scattered tothe wind. 

‘This particular puzzles the final objective in Where 
Heroes Lie, ful-length adventure included inthis 
book, For ideas on where to place the scattered lyrics or 
fuidance on how to tie several of these purales together 
to form a coherent story have a look at that adventure 
Locating and gaining access tothe crypt can also be a 
part of the adventure leading up to this puzzle. The puzale 
‘assumes the party 

‘When the ch 
paraphrase the following: 


‘As you descend the narrow stone staircase, the room 
‘opens up into a large, square chamber. The air is cold 
fand damp, and several torches flickering from the 
‘walls cause the shadows to dance irregularly. Within 
the chamber are six ornate sarcophagt with images 
oftheir inhabitants carved into the stone, 


Examining the carvings on the stone coffins reveals 

the following features ofthe figures portrayed 

+ Alarge male with a beard, bare chest, and animal 
skin loincloth. He holds a large axe in his hands (Male 
Goliath Barbarian), 

+A female with horns like a devil, dressed in loose robes 
and holding a book with an eyeball on its cover (Female 
Tiefing Wizard). 

+ A-short male with a hooded cloak and barefeet. He 
holds a bow in one hand a scimitar in the other (Male 
Halfling Ranges). 

+ Afemale in a hooded cloak, a sharp dagger in one hand 
and a small sack in the other (Female Human Rogue), 


+ Ashort male with pointed ears and bare feet. He holds 
‘lyre in one hand and clenches a pipe hetween his 
teeth (Male Halfing Bard), 

+A female with pointed ears and an antlered helm 
upon her head. A squirrel companion rests by her fet 
(Female EU Druid). 

‘The party may be inclined to start opening the coffins 
randomly attempting to find the item they seek. This 
‘would completely bypass the puzale and is prevented 
by having the coffins magically sealed. The sarcophagt 
fannot be unlocked by magical or conventional means, 


Customizine THis PuzzLe 


‘This particular puzzle offers several opportunities for 
customization. Some of the aspects ofthis puzzle that can 
bbe modified by the DM include: 

+ Who was this adventuring party? Maybe they were 
mare infamous than legendary. Perhaps the characters 
are from a previous campaign. 

+ The entombed characters can be changed as well, 
though that would likely require some changes tothe 
lyrics of the song that contains the clues. 

+ Where does the party find the pieces of paper 
‘containing the lyrics? Are they found alin one 
location? Are they spread around the world to be found 
‘ver the course of several adventures? 

+ Whereis the tomb located? Is it lost deep within a 
dangerous forest or hidden behind secret passages 

‘beneath s temple within a large city? 

How did the party gain access to the eryps? Did 

they walk right in without any opposition? Did 

they fight through a dangerous dungeon to finally 

reach the room? 

‘+ What item is buried with the dead? What does it do? 
Who sent the characters to retrieve i? 


Tue SOLUTION 


‘The first step towards solving this puzzle i collecting all 
the pieces ofthe lyric shect. The Iyrie shect is torn into 
pieces and must be put back in the correet order to form 
the complete song that unlocks the puzzle, There are six 
verses with four lines each, and each of the verses has 
been split in hal. That leaves a total of twelve clues to 
find, each containing two lines of the song. Sce appendix 
G for a handout that can be shared with the players once 
they've collected al the pieces 

Locating and obtaining these twelve clues can be 
part of a larger campaign, or the characters can simply 
‘acquire them all at once. Ideas for each approach include: 


KAN 


INTERPRETING THE LYRICS 


Verse lyrics Clue Coffin Carving Character 
1 Thetieting wizard ‘female with horns lke a dei, dressed inloose robes and holding 2 Female 
otcaughtin blizzard book with an eyeball on its cover Tiefing Wisard 
2 Thesecand to die ‘large male witha beard, bare chest, and animal skin oincoth. He Male 
was the rather large guy holds a lage axe in his hands. Goliath Barbarian 
3 Thethiefdid not make it A female in @ hooded cloak, a sharp dagger in one hand anda small Female 
when shetriedtotake it sackin the other Human Rogue 
4 The forestelf ‘female with pointed eas and an antlered helm upon her head. A Female Elf Druid 
fought lich by herself squirrel companion rests by her fet. 
5 Thehalfing bard ‘shart male with a hooded claak and bare feet. He holds a bow in one Male 
tookittwice az hard hand a scimitar in the ther. Halfling Ranger 
6 —Thelastonealivewas short male with pointed ears and barefeet. Heholdsalyteinone Male 
lad to survive hhand and clenches a pipe between his teeth Halfing Bard 


+ Each piece of paper has been leftin the possession of 
someone who knew the dead adventurers personally 

+ The bard carrying the iyries was killed in a dungeon, 
and the denizens tore apart the lyrics. The pieces of 
paper may be recovered as lot within the dungeon, 

+ The party purposefully scattered the iries hiding 
cach piece within a chest buried near key landmarks 
throughout the world, 

+ The songbook containing the res was deemed cursed 
by alocal wizard. The wizard tore the pages from the 
book and ripped the pages to shreds. The pieces are 
somewhere around his workshop, 

+ Arrecent fire burned down a nearby tavern. A distraught 
bard asks the party to venture int the wreckage to 
retrieve his belongings. Among those belongings are 
the lyrics, burned and separated, but stil legible. 


Once all ofthe pieces ofthe Iyrics have been collected, 
the party ean venture into the crypt. Where the crypt 
{is located and how the party gains access is up to 
the DM. See the “Customizing This Puzzle section 
for considerations when adjusting and running this 

‘There are three important aspects to piecing the 
Iyries together correctly. First, each verse should be 
‘made whole by pairing together two lines af two. The key 
clue towards doing this suecessfully willbe the rhymes 
within the Iyries. The final words ofthe second and fourth 
lines of each verse will rhyme, This part should be fairly 
straightforward as there are only six possible rhymes. 
Once the group realizes the rhymes within the pattern, 
pairing them together should be easy 

‘The next partis making sure that within each verse, 
the pairs of lines are in the proper order. This may be 
bit trickier than the rst step, but the story tod by the 
Iyries should provide a logical arder af how events play 
‘out, even within the same verse. There is alsa a pattera- 
the first part of each verse begins with either a recount of 
how many heroes are left ora transition tothe next part 
ofthe adventure. Similarly, the second part of each verse 
is typleally when one ofthe heraes dies 


‘The final piece ofthe puzzle involves putting the 
verses inthe proper order. Clues include counting down 
how many heroes remain alive. The second, third, and 
sixth verses can be put into position using this type of 
tue. The fourth verse mentions “those that survived,” so 
ie cannot be the first verse, since it implies more than one 
has died at this point. The fifth verse also implies several 
have died previously. This leaves the first one 
verse that doesn't mention how many remain 
at previous deaths 

‘The players can use these three types of clues to 
discover the proper sequence ofthe words. Placing 
the pieces ofthe lyrics in the correct order forms the 
complete song: 

‘These heroes and friends met untimely ends 

‘As they looked fr the scepter of ola 

‘The efing wizard got eaught in a blizzard 

[And died from the frast and the cold 


‘The second to die vas the rather large guy 
fut fell to sword through the chest 

‘The rest cared on and sang a sad song 
Inhis memory though kept on thie quest 


Now four di remain through hardship and pain 
‘They found what they long cid seek 
‘The thief did not make it when she tried to take it 
‘The scent of her Burnt flesh did reek 


‘Those that survived did claim the prize 
‘And shared tax they sought out more glory 
‘The forest elf fought lich by herself 

‘And that was the end ofher story 


‘The frends ceried on and tied to stay strong 
{At leas they stil had each other 

‘The halfling bard took ttwice as hard 

When a vengeful gnome murdered his brother 


‘The last one alive was glad to survive 
‘Though thought about his los frends often 
When he passed away on one rainy day 

‘The scepter was placed in his coffin. 


(ie 


Number Lyrics 
4 These heroes and friends met untimely ends 
As they lacked forthe scepter of gold 
4% Thetiefing wiaerd gat caught ina blizzard 
And died from the frast andthe cold 


2 The second to die was the rather large guy 
But fell toa sword through the chest 
10 —Therestearied on and sang asad song. 
In his memory though kept on their quest 
6 Now four di remain through hardship and pain 
“Tey found what they lang dd seek 
9 Thethiefdid not make it when she tied 
tatatet 
‘The scent of her burn flesh did reek 
11 Those that survived did claim the prize 
‘And shared itas they sought out moe glory 
3) The forest elf fought lich by herself 
‘And that was the end of her story 
7 The fiends caried on and tried to stay strong. 
Atleast they stil had each other 
12 Thehalfing bard took it twice as hard 
When a vengeful gnome murdered his brother 
5 Thelastone alive was glad to survive 
‘Though thought about his lst friends often 
1. When he passed away on one rainy day 
“The scepter was clutched in his coffin 


‘The characters discover the six sarcophagi upon 
centering the erypt. The carvings an the coffins represent 
the adventurers within. The characteristics ofeach 
should provide enough information forthe players to 
deduce which hero is in which cof The Interpreting 
‘The Lyris table provides the connection between 

the clues within the lyrics andthe characteristics on 

the coins, 

‘With the lyrics pieced together inthe proper order and 
the cofins identified as matching the heroes in the song. 
the next step is for the party fo use this information to 
‘unlock the eoffins and claim their prize. This is done by 
touching the coffin and reciting oF singing its match 
verse, inorder. 

“The correct order is: 

4. Female Tiefing Wizard 

2, Male Goliath Barbarian 

3. Female Human Rogue 

4 Female Elf Druid 

5. Male Halfling Ranger 

6. Male Halfing Bard 

As this ation is performed correetly on each coffin, 
the ghostly spirit of each adventurer manifests itself 
above the coffin, stares atthe character touching their 


coffin, nods in affirmation, and dissipates. This event 
indicates that the party performed a correct step. Ifthe 
‘roup performs this action in an incorrect order, the 
default reaction is that nothing happens. However, a DM 
can optionally make an inearrect action result in undead 
attacking the party. See the “Raising the Stakes" sidebar 
for more information, 

‘The correct activation ofa colfin and acknowledgment 
fam its sprit does not unlock the first five coffins; their 
remains are kept safely sealed within their graves. Upon 
performing this action onthe sixth and final cofin, the 
spirt ofthe halfling bard makes a pushing motion, which 
slides the lid of his sarcophagus asd. Looking inside the 
Coffin, the party sees the halfling’ skeletal remains and 
the magic artifact they've been secking, 


Hints AND Tips 


For players having trouble solving this puzzle, the 
following clues can be provided by DMs to help guide 
them towards a solution 


«Ifthe party is having trouble determining the correct 
‘order ofthe verses while piecing together the lyrics, 
‘suceessful DC 10 Intelligence (History) or Charisma 
(Performance) check allows them to realize the rhyme 
pattern, numerical tracking of how many heroes 
‘emain alive, or the story arrangement within the 
worts. This check can be made multiple times to reveal 
‘each clue if they are struggling to piece things together. 

+ Characters examining the coffins can discover that 
the enchanted stone appears to respond tothe touch 
with a successful DC 1 Intelligence (Investigation) 

‘or Wisdom (Perception) check. This should guide the 
party towards being in cantact withthe cofins while 
‘ying. to unlock them. 

+ A successful DC 12 Charisma (Performance) or 
Wisdom (Perception) check reminds the character that 
Iyries are meant tobe sung or recited aloud, revealing 
the verbal component of the ritual required to unlock 
the prize. 


POTION MAKER 


Perplesity Rating: Hard 


Hopefully, the party paid attention in potions class back 
in school. If they din, theyll wish they did! Each of the 
characters has an opportunity to brew a vial of PA20 
(appendix A),an extremely powerful potion that gives 
ite drinker three hours of luck if brewed properly. PAZ0 
‘ean only be consumed by the person who brewed it, 50 
each party member has to brew their own. The devices, 
processes, and directions for brewing this strange and 
powerful potion are not straightforward, and there is 
always.a chance that an improper action could lead 

to disaster! 


THe Puzzie 


In front of each characteris a brewing workstation with 
everything they need to make their potion. This includes 
‘scroll wit the directions for brewing PA20 written 
byts creator, Nayte Vonner: In his arrogance, Nayte 
‘would never just write the directions in a simple format, 
Characters must prove they are worthy of PA20 by 
solving the riddles and clues found inthe directions 

All party members will be placed infront oftheir own 
brewing workstation. The workstations contain various 
ingredients, devices, cauldrons, and a scroll containing 
a recipe to craft PA20, an extremely powerful potion that 
tives the character luck for 3 hours allowing them to 
reroll any saving throw, ability check, or attack rll. The 


potency ofthe potion is determined by how well they pass 


few ability checks, problem solving tasks, and riddles. 


The scroll wth the instructions for brewing the potion 


and the contents of each workstation can be found in 

fnpendix Hand should be shared with the players. 
The process to concoct PA20is described in the 

‘Scroll of PA20 Brewing” by Nayte Vonner: 

‘Step 1: Three cauldrons are before you, each brewing a 
‘brew. You ean only use ane; which will you choose? 
Cast iron, pewter, and even steel. Which isthe best? 
Til make you a deal. Think long and hard because if 
‘you are right the potion you brew ean help ina fight. 


SS 
Workstation Usage: Each workstation contains three 
cauldrons filled with water. The eauldrons are each 
made of different material: cast iron, pewter, and 
steel, Each character i expected to choose one and 
place itn their burner 


‘Step 2: What color flame are you going to use, the colors 
ofthe rainbow ean help you choose. Red, yellow, 
sureen? Even blue, indigo and violet are inthis view. 
One color is missing: its the fame you need. Turn your 
‘knot so your potion can fed. 


Workstation Usage: The cauldron sits on its burner: On 
the burner isa knob that says lame calor. As the knob 
fs turned, the ame changes color. What color should 
ithe set to? 


‘Step 3: Now is the time toad the gras, Just afew, don't 
‘You pass. Let your knowledge of nature guide you. 
How many blades will you do? 


Workstation Usage: On the right side ofthe desk 
isa lower pot that has a small patch of rass init 
Characters must make a nature check to figure out how 
‘much to add (see “The Solution’) 


Step 4: Three vials lay before you labeled one, two, and 
three. Which do you trust to be swallowed by thee? 
One is dragon's blood, so strong and so fierce, perhaps 
this will allow the potion to pierce. The second isthe 
blood ofa vampire deceased, So cold yet pure, cursed 
you'll need a priest. Three is empty and waiting to be 
filled, would you submit your blood iit was willed? 
Now you must choose and pour itat will, and wateh 
this potion begin t il, 

Ina vial rack are three vials. One cantains a dark 

red fiquil labeled “dragon blood.” one contains 

slightly lighter red liquid labeled “vampire blood, 
and one is empty 


DiacraM 1.4: THE Gears. 


‘Step 5: Now itis time to stir your brew, but how many 
times should you do? Stirring in the right direction 
is important, or you'll break this ereation, Follow the 
sears here abound, track them going round and round. 
From star 1o finish, you can see the direction that your 
sticring should be, Also count how many gears, cause 
that's how many time you should stir I hear. 


Workstation Usage: On the back ofthe directions scrol, 
4 drawing of gears i nid out. (See appendix H) 


‘Step 6: Ithas had enough, it's time to sit. Let it simmer 
fora bit. Using your knowledge of arcane and magic 
how many minutes? Too many will be tragic 


Workstation Usage: An hourglass sits waiting 
tobe used. 


‘Step 7: Once again three vials await, but these are empty 
‘ut ofthe gate. Choose the right vial t pourin your 
‘brew. Choose incorreetly it may turn to goo. Circle? 
‘Square? Or the triangle vial? You're about to complete 
this potion trial. Now pour into the vial that has two 
sides. Ifyou've dane well, youre infor a surprise. 


Workstation Usage: On the left side ofthe table rests 
4 circle wal, a square vial, and a triangle vial. Bach 


is empty and has its own cork stopper. During this 
final step, the characters remove the cork and pour in 


their potion 


THE SOLUTION 


Each party member will eraft their own potion following 
NNayte Vonners recipe. Using the table found in appendix 
H. the DM can track each party member's success and 
failures for each step. How well o poorly they do will 
decide their end results, 

Correctly executing each step depends on a mixture 
of skill checks, puzzle solving, and riddles. The details 
‘below outline how each step in the process is expected to 
bbe approached and resolved: 

‘Step 1: While deciding which cauldron to use, a 
‘successful DC 10 skill check reveals thatthe correct 
cauldron is cast ion, The skill used depends upon 
the approach the character takes in determining 
this. Characters roll an Intelligence (Arcana) check 
ifthey are familiar with magic and potion making. 
Intelligence (Investigation is used if they look to 
‘examine the eauldrons to see which would work best. 
‘An Intelligence (Nature) check ean evaluate the natural 
properties of each metal and use that to make the 
proper decision. 

‘Step 2: For heating up the wate, the characters will 
‘need to turn the knob until the flame is orange. This is 
‘revealed within the instructions, as tis the only color 
‘ofthe rainbows that is not mentioned. Any other color 
flame is incorrect 

‘Step 3: When determining how many blades of grass 
to add, a successful DC 11 skill check uncovers 
that seven blades of grass should be used inthe 
recipe. The skill used depends upon the approach the 
character takes in determining this, Players ean roll 
an Intelligence (Arcana) check if they are familiar with 
‘magic and potion making, or an Intelligence (Nature) 
check allowing them to know 7 isa lucky number 


Step 4: Deciding what type of blood to use requires some 
logicaf thinking. Should the characters trust drinking 
the blood of «dragon or vampire? Consuming their 
‘on blood would he the sale choice. The correct 
answer is the characters using their own blood, 

Step §: For the step involving stirring, the diagram of the 
fears is used to determine how many stirs and which 
direction. They characters should stir fourteen times, 
the total number of gears in the puzzle. The direction 
should be counter clockwise, determined by following, 
the interactive rotations of each gear, Player should 
‘examine the gear drawing in appendix H to determine 
these actions 

Step 6: Determining how long to let the concoction 
simmer requires a successful DC 12 skill check. The 
skill used depends upon the approach the character 
takes in determining this, An Intelligence Arcana) 
check taps into their knowledge of magic and potions 
‘A Wisdom (Survival) or Intelligence (Nature) check 
allows characters to judge the heating time based 
fn their experience with cooking and sanitizing 
using heat. A character that succeeds on this check 
lunderstands thatthe brew needs to simmer for 

‘Step 7: The final step involves choosing the correct 
‘ial to pour the potion into. This is described inthe 
instructions by explaining the proper vial has two 
sides. The answer isthe circle vial, its two sides 
being the inside and outside surfaces 


Enp Resuxrs 
‘The Potion Results table determines the final outcome 
ofeach recipe. Individual progress must be monitored by 
the DM, and the number of earrect and incorrect steps 
‘must be tracked. The final result should only be revealed 
afterall the steps are followed. The characters and 
players are not entirely sure whether or not they've made 
the correct choices until the end ofthe process, 


Porion Resuirs 


Number of 
Incorrect Step Result 
° Brews a perfect vial of P20. 
Wil have luck forthe full 3 hours. 
1 Brews an imperfect ial of PA20, 
Wil have luck for 10 minutes. 

2 Brews 2 potion of greater healing. 

a Brews a potion of poser. 

4 Brews an inet liquid. The vials ile 
with brown colored water. 

5 ‘As the character pouring the potion 
into the fnal via, itcomes to life inthe 
form of a gelatinous eube and attacks 
the character. 

6 ‘As the character fe pouring the potion 


into the fnal via, the potion explodes 
‘nd does 5410 fre damage to all 
Creatures in 25 foot radus, 


KAS 


To TELL THE TRUTH 
Pepeiy Rating Hard 


‘There has been a murder in a small town, Residents of 
the town swear they saw Boris, a local food vendor, near 
the scene ofthe crime. The local wizarding police set out 
and arrested Boris. The only issue is somehow they've 
arrested three versions of him. Clearly twa of them 

fare murderous doppelgangers, and one ofthem isthe 
innocent Boris. During the interrogation ofthe suspects, 
1 rookie wizards truth spell malfunctioned. Naw each 
Boris stuck in a trance-like state and can only say ont 
line, and only one of them is telling the truth. With the 
townspeople demanding justice, the wizarding police 
have no choice but to start the executions, Only fate can 
save the innocent Boris at this point. You are tht fat. 


Te Puzzte 


SceNanio |: Tix 1swocent NPC 
We can sce that there are two truths, This Scenario must 
be incorrect since two NPCs are telling the truth 


Position Status Statement Result 
Noose? Innocent “I'minnocent” Tue 
Noose2 Guilty “I'm guilty" Tue 
Noose 3 Guilty “The personin False 

Noose Ps guilty” 
ScENanio 2; Tie tynocent NPC 1s tw Noose 2 


We can see that there is only one truth. This scenario 
‘must be the correct ane since only one NPC is telling 
the truth, 


Position Status Statement Result 
Nooke1 Guilty “T'minnocent” alee 
Noose 2 Innocent “tim guilty" False 
Nooke3 Guilty “Thepersonin True 


Noose bis gulty” 


ScENanio 3; Tie iynocent NPC 1s ty Noose 3 
We can see that there are two truths, This scenario must 
be incorrect since two NPCs are telling the ruth 


Position Status Statement Result 
Nooke1 Guilty “I'minnacent” alee 
Noose 2 Guilty “im guilty" Te 
Noose 3 Innocent “Thepersonin True 


Noose Vis gully" 


Hints AND Ties 


‘Three NPCs are about to be hanged for murder. One of 
them is innocent. The other twa are guilty oppelgangers 
‘who took onthe form of the innocent citizen. The NPCs 
hhave heen put into a trance, accidentally induced when 
the authorities attempted to magically extract the truth 
from them. Each ofthe suspects can only say one line 
Only one of them is telling the truth. The party needs to 
decipher the NPCs! clues and figure out which suspect 
shouldn't be hanged in order to save the innocent Boris. 


THE SOLUTION 


‘The NPCs awaiting execution are standing on the gallows 
with a noose around each of their necks. Prom lft to 
Fight, the nooses are tracked as Noose 1, Noose 2, and 
Noose 3. The NPC in Noose 2is the innocent character. 
We know this by listening and sorting out the one line 
each of them is allowed to say. 

‘The NPC in Noose I says, “I'm innocent.” 

‘The NPC in Noose 2 says, “Tim guilty.” 

‘The NPC in Noose 3 says, “The person in Noose 1 
Ss guilty” 

‘Keeping in mind that only ane NPC is telling the truth, 
there are three scenarios where the innocent NPC is 
standing in each spot. The lines spoken by each NPC 
‘ean be used to determine which scenario has only one 
‘rue statement, proving thatthe innocent man is standing 
in Noose 2 


For players having trouble solving this puzzle, the 
following clues can be provided by DMS to help guide 
them towards «solution: 

+ With a successful DC 12 Wisdom (Insight) check, « 
character learns thatthe suspect inthe 3rd noose is 
telling the truth, 

+ A-successful DC 13 Intelligence check allows 2 
character to think about this logically and suggest they 
‘should tes the statements the suspects are saying with 
the innocent suspect standing in each noose 

+ Acharacter examining the suspects closely notices that 
the suspect in the middle noose looks a little bit more 
nervous than the other two with a successful DC 14 
Intelligence (Investigation) check. 


NEED A HAND? 


Perpesty Rating: Hard 


A set of chains hang from the ceiling 
‘Adeep, dark gap separates the party from 
‘a shut door set into the sheer wall on 

the opposite side. Hinges visible at the 
bottom of the door indicate that it swings 
down from the top, forming a drawbridge 
that spans the gap. Several objects litter 
the floor beneath the chains. Closer 


DIAGRAM 1.5: CHAIN POSITIONS AND ARRANGEMENT 


‘examination reveals these objects to be 


body parts of assorted shapes, sizes, and 
states of decomposition. A severed hand 
hangs from one of the chains, gripping it 
tightly; ts weight causes the chain to deap 
‘bit from its usual position. 


Tue Puzzie 


‘There are four chains of differing length attached tothe 

ceiling, A severed hand, with most ofits flesh stil clinging 

to the bones, hangs from one of the chains, pulling it 

down noticeably. There are three detached body parts 

scattered along the ground: 

+ A skeletal arm, including the hand and the arm bone up 
to the elbow. 

+ Assevered foot, skin gray and slimy, « bone jutting out 
from where it was once attached to an anki. 

+A skeletal Teg, including the foot and leg bone up 

to the knee. 

A successful DC 12 Wisdom (Perception) ot 
Intelligence (Investigation) check reveals thatthe chains 
contr the drawbridge. Manipulating the chains in the 
proper way lowers the drawbridge and allows the party 
to ctoss the chasm, The severed hand clinging tothe 
chain should be an indicator thatthe party should use 


OoOo1 0 


the ather body parts on the remaining chains. Ifthis does 
‘ot occur tothe group naturally by observing the scene, a 
successful DC 11 Wisdom (Survival) check allows them 
to draw that conclusion 


THE SOLUTION 


Solving this puzzle requires 
at the same position by hanging the various body parts 
{from them. When all four ofthe chains are evenly pulled, 
the mechanism activates and lowers the drawbridge 
‘cross the chasm, 


Positioning the chains propery relies on 
understanding the relationship between the chains 

and the body parts. Each chain has a specific amount 

of resistance, Each body part weighs a unique amount. 
‘That means there is one and only one combination of 
body parts on chains that makes all the chain level 

‘The characters solve this mostly through tral and error, 
though close observation of how the chains react to each 
body part gives them clues. 

‘There are four chains, which will be referred to as 
through D from lef to right. Bach chain has eight 
possible positions. The frst position isthe topmost 
position, which each chain assumes when there are 
‘body parts hanging from it. The final position isthe 
bottom position near the ground, which a chain could 
enter when the heaviest hody part is hung an the chain 
‘withthe least resistance 

When the party first approaches the encounter, chains 
A.B, and D will bein the highest possible position. 
Chain Cis the one wit the severed hand attached and 
i hanging down three notehes, inthe fourth position 
Rel to appendix Ito better visualize the chains and 
positioning 

‘There are eight positions available for each chain 
‘The first position isthe "empty" position when nothing 
{s attached to the chain, The remaining seven postions 
indicate how far above or below the target position 
each chain is situated To visualize this and tack the 
positioning ofeach chain, conceptualize the positions as 
number line with three positions on the negative side, 
three on the postive side, and zero in the middle. See 
diagram 15 for reference. 

The solution requires all four chains to be arranged 
Jn the zero (neutral or middle) position. A chain reaches 
this position when the body part matching its resistance 
fs placed onto i. Ifthe body part's weight is lower than. 
the chain's resistance, then the chain is positioned higher 
than the neutral postion or inthe negative portion ofthe 
‘umber line, by an amount of slots equal to the difference 
between the two. {the body part's weight is greater than. 
the chain’ resistance, then the chain wil be positioned 
lower than the neutral position, or inthe positive portion, 
of the number line, by an amount of slots equal tothe 
tiflerence between the two, 


FAX 


‘The following table demonstrates the solution and 
‘matching body part weights and resistances: 


Chain Proper Weighty 
Order Body Part Resistance 
A Severed hand 4 
a Severed foot 6 
c Skeletal arm 5 
D ‘Skeletal eg 3 


“The following tables indicate the chain positioning 
for each possible combination: 


Chain Attached Body Part Chain. Chain 
Order Body Part Weight Resistance Position 
A Severedhand 4 4 0 
(Solution) 
B Severedhand 4 6 = 
© Severedhand — « 5 a 
D Severedhand 4 3 ey) 
Chain Attached ody Part Chain Chain 
Order Body Part Weight Resistance Position 
A Severedfoot 4 2 
2 Seeredfect 6 6 0 
(Solution) 
C Severedfoct —& s #1 
D Severed foot 6 3 4 
Chain Attached Body Part Chain. Chain 
Order Body Part Welght Resistance Position 
A Skeletlarm 5 4 4 
8 Skeletalarm = 5 6 a 
© Skeletalarm = 5 o 
(Solution) 
D Skeletalarm 5 Fy 2 
Chain Attached chain 
Order Body Part Position 
A Skeletalleg 3 4 =i 
8 Skeletaleg 3 6 = 
C Skeletalleg = 3 s Ss 
D Skeletalleg 3 3 0 
(Solution) 


HInts AND Ties 


Por players having trouble solving this puzzle, the 
following clues can be provided by the DME 


+ Characters examining and picking up the body parts 
recognize that they each havea different weight to 
them with a successful DC 11 Wisdom (Medicine or 
Perception) check, 

+ Ifthe party is having trouble realizing thatthe chains 
all must be level to lower the drawbridge, a successful 
DC 12 Intelligence (Investigation) oF Wisdom Survival) 
check reveals this mechanism. 

«After attaching several body parts to different chains 
land watching the movements, a successful DC 13 
‘Wisdom (Perception) or Intelligence (Investigation) 
cheek divulges the requirement of hanging a speciic 
tbody part on its matching chain. 


INCREASING THE CHALLENGE 


or more dlficult challenge, the DM ean add more body 
parts to the scene, There are still only four chains, but 
including additional body parts increases the number 
of possible combinations, making the solution harder 
to ind. These body parts can be of the same weights or 
diferent weights from the body parts required for the 
solution, Adding more body parts ofthe same weight 
‘means the graup is more likely ta find a match on the 
Appropriate chain, though they are also more likely to 
find a mismatched body part on the other chains. Adding 
body parts of different weights means different results 
to process 

or a DM who really wants to take this to another 
level, more chains ean he added, and more postions can 
bbe auded to each chain. A puzele containing six chains, 
‘with twelve positions each, and twenty body parts to 
sort through wil challenge even the most intelligent and 
seasoned players. 


hile the puzzles presented can be placed 
{nto any campaign, this section presents 
‘two original adventures that provide story 
and context for those encounters. Each 
‘adventure can be run as a standalone 

experience or be placed within a larger eampaign. The 

encounters are chained together by comprehensive 

stories that logically unfold with the adventurers making 

their way through the puzales and predicament and 

proving themselves worthy ofthe final goal. 

Where Heroes Lie begins as the party assists with the 
resolution ofa crime where the guilty party isnot easi 
identifiable, From there, the motives ofthe crime unlock 
the seerets toa seemingly impenetrable tomb that holds 2 
powerful magic item, 

The Lost Lantern of Leonora calls on the heroes to 
assist with an ancient threat that has resurfaced after 
‘many years. local leader has discovered an artifact 
from the past that can thwart that threat, but the potent 
‘tem has been hidden away o keep it out of reach of those 
‘who would misuse it 


WHERE HEROES LIE 


‘Sometimes the heraes do achieve their goals, but nothing 


lasts forever, Mortality is asad truth of lf, but some 
legends do persist through time. Songs, stories, poems, 


and folktales all serve the purpose of keeping the history 
alive and remembering the brave deeds of those who 
‘ame before. 

Inthis adventure, a foiled theft carried out by unusual 
suspects leads toa treasure hunt that delves into the 
history of heroes from the past A crypt filled with puzzles 
‘nd trans reveal verses to a poem that recounts their 
deeds. That poem holds the key to unlocking the tombs 
land claiming a prize meant ta be passed on tothe next 
{roup of worthy heroes. 


BACKGROUND 


An adventuring party known as the Last Chance 
Companions beeame well-known in some regions for 
their brave escapades and hold exploits, Oe of their most 
famous adventures was delving deep into a dangerous 
dungeon to recover the Galden Scepter afthe Ancients, 
' powerful artifact lost for centuries. This was quite 
possibly their crowning achievement and their most 
prized possession 

‘As sometimes happens with heroes, not all of them 
survived the search for the scepter. Some lost their lives 
during the quest. While those that did find it celebrated 
the extraardinary accomplishment, they continued to 
tempt fate. The idea ofa quiet life of peace was boring to 
them, As their adventures continued) their skills began 


to fade. One by one, the Last Chance Companions saw 
thei ives slip away 

‘The Last Chance Companions had planned for this 
eventuality. They made arrangements to all be buried in 
the same eryp, slong with the scepter. The erypt would 
be protected by a variety of locks, traps, and puzzles. Only 
the most worthy adventurers would be able t locate the 
crypt. find the key, solve the puzzles, assemble the clues, 
and claim the scepter as their own, 

‘An attempted robbery in a nearby town sets this 
adventure in motion. By the end, the party wil nd the 
‘crypt ofthe heroes and recover the Golden Scepter af 
the Ancients. 


ADVENTURE SUMMARY 


‘The local authorities respond toa theft in town. The town 
halls broken into, and the staff dragons breath is 
stolen. While the guards quickly ecover the stolen staff 
and some other interesting items, they are confused when. 
three versions ofthe prime suspect are apprehended, 

After the mystery of the three thieves is solved and the 
{innocent man’s life spared, the group takes a closer look 
atthe items recovered during the robbery. The pieces of 
‘paper appear io be parts of a song or poem—potential 
clues towards why the thieves were after the staf 

“The staf and clues lead the adventurers tothe dragon, 
temple, a mysterious structure that is rumored to bold 
treat treasure, but nane have penetrated and lived to 
tallesbout it, With the ald ofthe staf of dragon's breath 


and some creative thinking. the party gins access to 
the temple. 

‘The temple houses the crypt of the Last Chance 
Companions and, with them, the Golden Scepter ofthe 
Ancients. However, several puzzles stand between the 
party and unlocking the erypt. Solving the puzzles reward 
Additional pieces ofthe poem, and piecing together the 
poem holds the key to unlocking the erypt and claiming 
the scepter 


ApVENTURE Hooks 


‘This particular adventure is one where timing is 
everything, so the hooks to bring the party ino tare 
going to be based upon them being inthe right place at 
the right time. 


Just Passine Taxoucn 
‘This connection is perfect for inserting this adventure as 
the party travels from one place to another inthe larger 
scheme of things, They stopped here to rest and resupply 
‘Then, chaos erupts and they find themselves in the 
middle of things. 


Henr ror... SomE REASON 
Alternatively, the party could have = good reason for being 
here. That reason is largely up to the DM, but could be 

a quest contact relative to visit faction contact, ora 
shop that sell a rare item the party secks. They could 
have come to this town for any variety of reasons, and 
‘now that they are here, things get interesting 


An Unusuat Crime 


When citizens report «breakin at the ety all the toner 
tquards respond quickly. Witnesses saw a local food 
vendor, Boris Baclava, fleeing the scene, The authorities 
recover the staff and two cryptic notes stashed in a nearby 
ally: The guards also capture Boris and bring him to 

the local prison, However, what scems like an open and 
shut case soon becomes mich more complicated as three 
Separate guard patrols bringin three versions of Boris. 

‘Among the guards isa student studying wizardry who 
attempts to magically extract the truth from the three 
suspects. However, the spell misfires and places the 
suspects in a trance. leaving them unable to speak mare 
than a single line each. The spell attempting to extract 
the tuth has affected them differently, and the guards can, 
fot understand how to identify the real Bors. 

‘The captain of the quards is reluctant to attempt 
another magical solution after the first one backfired. 
‘They are not inclined to trust locals who may have a 
bias—good or bad towards Boris. When the guards 

to search for visitors they consider trustworthy 
to help unravel the mess, they identify the party as a 
potential solution 

‘This encounter unfolds as described inthe “To Tell the 
“Truth” puzzle. Please reference that puzzle forthe details 
‘on how this scene develops 

‘When the party successfully identifies Boris and sets 
him fre, focus switches to the items found! during the 
robbery. The staff of dragon’ breath was taken from the 
city all, bat two notes were also found with it. See part 
‘numbers 1 and 2 in appendix G forthe words written on 


KAN 


‘The captain of the guard helps the party make the 
‘connection. The staff of dragon's breath has lang been 
rumored tobe the key to entering the dragon temple 
located to the southwest of town, The staff has been 
prized possession of the town for as long as anybody 
‘ean remember, 90 it wasa't freely availabe for treasure 
hunters to use to try to enter the temple. However, the 
‘notes may be another part ofthe overall puzzle. Fearing 
that additional thieves may come forthe staf, the 
‘captain agrees to let the party borrow it and explore 
its connection tothe temple. 


MAKING THE CONNECTIOI 


At the Dungeon Masters discretion, making the 
connection between the staff of dragon's breath, the two 
‘notes, and the dragon temple can be something that plays 
‘ut over the course of several social interactions, These 
Interactions ean happen within the town itself over a 
short time, or occur during an extended length of time as 
the party travels around the world 

Similarly, while the adventure as written has all 
the pieces of the poem placed within the temple itself 
those too can be spread throughout the realms in order 
to extend and expand the reach ofthis adventure. By 
dispersing the clues across distance and time. the 
‘underlying story becames abit more mysterious, andthe 
final payout feels more rewarding tothe players 

‘The group is given 2 map leading to the temple. Ifthe 
DM chooses, random encounters may be used during 
their journey tothe location. Reaching the temple segues 
{nto the Dragon Temple puzzle. Once the adventurers 
solve that puzzle, they gain access to enter the temple. 


Tue Cryer 


As the group enters the temple read or paraphrase the 
following: 


‘As you walk through the doorway to the temple, a 
set of stairs leads down into the darkness, After 
descending, you face along hallway that i it by 
torches spread evenly on all walls.On each side of 
the hallway is three doorways, evenly spaced apart 
Atthe end ofthe hallway, 73 fect ahead. isa large 
metal gate 


At the end ofthe hallway is the actual erypt containing 
the colfins where the heroes lie, The six rooms adjoined 
to this corridor each contain a puzzle that award pieces 
of the poem as well as unlock the gate guarding the final 
cexypt. The party may attempt the puzzles in any ode, but 
they must salve al si in order to gain avcess tothe erypt. 

Each of the rooms labeled in map 2.1 is associated 
witha specie puzzle. The labels reference these ptzales, 
land the text foreach will describe modifications to the 
encounters and the rewards once they solve each. See 
appendix J forthe player version of this map. 


Cl. Nezp a Haxp 
‘This puzale is modifed in that there is no drawbridge 
present. The chains hang from the ceiling, and the body 
parts are scattered about 

Solving this puzzle results in two additional chains 
dropping, from the ceiling. The chains each have a hook 


‘au =5 jet 
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cs ce 


fn the end. On the hooks are pieces ofthe poem, tems 
Band Ain appendix G. 


C2. Tae Devin Is wy THe Derans 
With this puzzle, there is no artist present inthe crypt 
Instead, a note is nailed on the wall between the two 
paintings. The note reads, When all the diferences you 
see, worthy ofthe prize you shall be.” The party must 
Identify all ten differences between the two paintings by 
touching them on the canvas. 


0-0 


‘When this puzzle is solved, a stone in the lor in 
{front of ack painting pops open. Lifting the stones 
reveal small compartments beneath the floor. In the 
Compartments are pieces of the poem, items 5 and 6 in 
appendix G. 


(C3. PuncH Boarp 
‘There are no changes to this puzzle, Itean be run as 
explained in the original description, The reward found 
in the appropriate hole isa piece of the poem, item 7 in 
appendix G. 


(C4, Tae Sketeton Court 
‘This puzzle can be run as written, When the group solves 
this puzale, al three skeletons open their mouths, and 
pieces of paper emerge from each, These are items 8, 9, 
and 10 in appendix G, 


C5. Poriox Maxer 
Solving this puzale leaves the group witha final potion. 
‘The character who drinks the potion has their vision 
‘modified witha strange purple filter. The filter allows 
them to see a previously invisible chest stashed in the 
corner of the room. Inside is. piece ofthe poem, item 11 
inappendix G. 


C6, Wares Weicnt: 
For this puzzle, the setup isthe same. However, when 
the gate opens, instead oft being a daorway that allows 
the party t advance, it reveals an alcove built nto the 
wall. Within the alcove i apiece of the poem, tem 12 in 
Appendix G. 


C7, Tares raow THE Cave 
“The party must have solved all the previous puzzles 
lnefre te gate into the crypt slides open. The door to 
the erypt is sealed with poweeful magic and cannot be 
‘opened by magical or mechanical means. 

Piecing together the poem and solving the final puzzle 
will reward the group with the item they seek, the Golden 
Scepter ofthe Ancients. 


ConcLusion 


Having claimed the seepter, the party has proven 
themselves worthy to carry on the legacy af the Last 
(Chance Companions. f they return the staff ofcragon's 
breath to the town they borrowed it from, they are 
welcomed as heroes for having conquered the mystery of 
the dragon temple. Should they decide not to return the 
‘staff of dragon's breath, is likely that they will soon find 
‘themselves with a bounty on their heads fr its theft 
Possession ofthe scepter might come with its own, 
set of problems, as the original owner or new poteatiat 
fowners may come seeking it now that itis out in 
the world 


THE Lost LANTERN 
OF LEONARA 


A powerful artifact was hidden away decades ago to 
prevent it from falling into the wrong hands. Now. a 

‘ew threat is rising. and that artifact may hold the only 
hope for defeating it. Ir will ake more than bravery and 
strength to recover the artifact, as several puzzles have 
been placed to guard teresting place. Only a group of 
adventurers with wits as sharp as their swords have 
‘chance to recover the item and save the region from 
certain doom, 

The Lost Lantern of Leonara is an adventure designed 
fora party of four to six th-level characters. Itean be 
scaled up for higher level characters by following the 
uidelines inthe “Sealing the Puzzle Ditficulty" section 
found in the Introduction. 


BackGRouNnD 


Lady Gelabri is the Mayor ofthe town of Goodmeadow 
located in the kingdom of Amn, Strange occurrences in 
the region have caught her attention. Sudden eclipses of 
the sun have cast shadows ove fields of crops for hours. 
Entire sections of ancient forests have shriveled up and 
ded, Nocturnal crestures have been seen roaming the 
‘countryside in broad daylight. Gigantic burning pyres 
have suddenly been snuffed out with no apparent reason. 

[Lady Gelabri has contracted local explorers and 
scholars to investigate. She has personally examined 
‘many books looking for clues as to the cause for these 
abnormalities. After weeks of exploration, study, and 
experiments the investigators have all agreed upon a 
single conclusion: the Dimness has returned, 

“The Dimness last appeared two centuries ago and 
hadn't been seen since-until naw. According to history 
books, its source was traced to demonic activity in 
the Underdark. Adventurers far and wide came to the 
region to assist with stopping the spread of Dimness, but 
fothing worked. Adventurers that dat perish in their 
attempts ta stop it were touched by the curse and haunted 
by terrible nightmares for the rest oftheir lives. 

When a wizard of itle renown came to investigate, 
‘most thought she would fal and perish as'so many belore 
her. What they dida't realize was Leonara Remsen was, 
‘uniquely suited to deal with this threat. Leonara came 
from along line of spelunkers and miners, 
of which explored caves and mines searching for secrets 
tnd treasure, She spent years honing these skills before 
she began the study of wizardry. This gave her a unique 
perspective regarding light and shadows, and she 
Continued to study the unique aspects ofboth during her 
study of magic. 

Leonara developed a special lantern that had an 
extraordinary effect on shadows, The magical device not 
‘only east its ight an the shadows and made them vanish, 
itmade them disappear permanently, Leanara was 
able to demonstrate this effect on some of the Dimness 
that had recently appeared. It was effective in removing. 
iwentirely. 

‘The leaders ofthe region assembled a group of 
‘warriors to escort Leonara to the deepest depths of 
‘where the shadow originated. The party fought several 
rasty beings that had taken refuge within the shadow's 
loom, but the lantern did ts job, destroying the 


Fol 


Dimness as it touched it. Slowly but surely, the Dimness 
was completely eradicated, and the region was safe 
once again. 

[Leonara was granted an honorary title, and a statue 
was erected in Keczulla in her honor. However, with the 
power of her lantern now well known, she worried that 
forces of evil would try to obtain it for foul purposes. 
Although the shadows ofthe Dimness were bad, the 
fexstence of shadows within the world stil played an 
{important part in maintaining the environment and 
balance within nature. She decided to hide the lantern 
away in a vault protected by many puzales. 

‘Now the Dimness has returned, and Leonara's 
Lantern appears to be the only hope for pushing it 
‘back before its shadows and the creatures that lure 
within them-overwhelm the region, Lady Gelabri has 
‘summoned a band of brave and clever adventurers in 
hopes they can conquer the puzzles in the vault and 
recover the Lost Lanter of Leonara 


ADVENTURE SUMMARY 


The Lost Lantern of Leonara begins withthe party 
‘meeting with an important local figure who is desperate 
for help against a growing threat, She had local scholars 
ddo some research and believes she has discovered the 


existence of an ancient artifact that can be used to defeat 
the threat. 

Unfortunately, the artifact (a magieal lantern imbued 
‘with extraordinary powers) is hidden in a chamber 
{Quarded by a variety of challenging and deadly puzzles 
She seeks out brave and clever adventurers who have 
‘a chance of defeating the puzzles and recovering 
the lantern, 

“The frst cue leads to.a dormant portal hidden deep 
ina nearby forest. Activating that portal leads the party 
to the vault where the lantern is kept anc! leads them 
through a series of puzzles, each one more dangerous 
than the last. 

‘When they reach the final rom, the group encounters 
1 vault guardian unlike anything they've encountered 
before. As time slips away, the heroes wil have to act 
‘quickly and decisively or risk losing the lantern forever. 


ADVENTURE HooKs 


There are several ways to pul the characters into this 
particular adventure. Lady Gelabr is desperate fr help, 
‘and she doesnt trust any of the people around her to 

be clever and strong enough ta defeat the challenges of 
the vault 


Traveine THrovcH Axx 
Giving the party a reason to travel through the region 
‘will allow them to experience some of these unusual 
lrcumstances firsthand. The group crosses paths 
‘with several local, who confirm their suspicions about 
strange activity. The locals suggest they visit Lady 
Gelabri in Goodmeadavr to learn more 


Faction Coxwection 
A senior member ofa faction that one ofthe party 
‘members belongs to sends a letter requesting aid. Inthe 
letter, the faction contact mentions that they have some 
‘agents investigating the events, and they fear this could 
be tied to a dangerous threat from the pas. The party is 
to report to Goodmeadow and mect with a faction agent 
therefor further instructions, 


History with tHE Lay 
‘The background of one of the characters could provide a 
connection to Lady Gelabri hersel. This could exist in the 
form of family relationships, familiarity with the region, 

1a debt owed from the past, or one of many possible 

links between one ofthe characters and Lady Gelabri 
that could cause her to reach out tothe party in this 

time of need, 


AN AUDIENCE WITH THE MAYOR 


Regardless of which story hook is used, the tale 
begins with a meeting between Lady Gelabri and the 
adventuring party. She explains the sudden onset of 
the mysterious shadowy events, and how she and her 
advisors have connected these incidents to something 
talled the Dimness, described in history books from 
tenturies ag. 

‘When itlast occurred, the Dimness was repelled 
bya hero named Leonara Ramsen and the effects of a 
‘iagic lantern she had ereated. Lady Gelabri can share as 
‘much of the background story with the party as they are 
Interested in hearing. She wants tobe fully transparent 
with them, and has nothing t hide. 


Lady Gelabri explains that after it was used to ward 
off the Dimness, the lantern was hidden away in a 

secret vault, quarded by several puzzles and traps. Their 
research has pointed toward an ancient portal that lies 
dormant in the nearby forest, Is presence is well known, 
‘but nobody has discovered what itis for or how to activate 
ft She sugaests that the party begin there. 


THe VauLT 


Finding the portal isnot dificult, hough Lady Gelabri 
‘ill provide an escort to the location if one is requested, 
Upon reaching the portal, the party finds an electrical 
current charging a portion of the structure. A successful 
DC 12 Intelligence (Arcana or Nature) check concludes 
that this current has only recently appeared, perhaps an 
effect of the ongoing return ofthe Dimness. 

For this encounter, please refer to the puzzle entitled 
“Ride the Lightning." Once the puzzle has been solved and 
the portal has been activated, the characters may ten 
‘through it and enter the vault. 

‘The other side ofthe portal leads to around room with 
doors on all sides. The portal itself opens afew fect above 
the ground inthis room, and those passing through it 
drop harmlessly onto the floor. For this frst room of the 
‘ul, please see the encounter “Time Will Tell” Choosing 
the proper door at the correct time of day will lead the 
party deeper into the vault. 

“The next section in the vault is the room as described 
in the puzale “Name That Tune" The adventurers have 
to solve the musical puzale—and avoid the pitfalls ifthey 
‘make mistakes—in order to advance deener into the vault 

“The rooms between “Name That Tune” and the next 
puzale are connected by a long and twisting hallway. 


Por DMs interested in adding a bit more combat to this 
adventure, this tunnel is the perfect spot for an ambush 

Upon reaching the end ofthe tunnel and walking 
through an open door, the group finds themselves locked 
inthe room described by the "Me and My Shadow" 
encounter. The party must defeat the shadow ereature 
before the doors unlock and they can advance 

‘The next challenge that awaits them is the “Boulder 
Dash" encounter. They have to remain nimble and clever 
to avoid the boulder and grease traps that make up this 
perplexity. 

Having survived all those impediments, the group 
finally reaches the final encounter. In this room, the 
lantern is hidden in one of many crates. “The Talking 
Scale” encounter awaits them here and will determine 
the final outcome af thei journey. Ifthe party salves the 
final puzzle and claims the lantern, they may return to 
Lady Gelabri with their prize. 


ConcLusion 


Lady Gelabriis overjoyed and appreciative that the 
lantern has been retrieved. She rewards the party with 
2,000 gold and a ring of telekinesis. She is anxious 

to see the lantern put to immediate use to drive back 

the Dimness, 

‘The adventure continues ifthe party is interested in 
helping thwart the Dimness. Lady Gelabi trusts them to 
‘wield the lantern themselves, and directs them towards 
the locations where the Dimness has become most 
troublesome. Additional dangers and creatures surely 
wait the heroes as they battle the strange darkness. 


AppENDIx A: Macic ITEMS 


‘Tux Lost LANTERN oF LEONARA 
Wondrous tem, legendary (requires attunement) 
‘The lantern has 10 charges. While holding it, you can use 
aan action to expend 1 or more of its charges to east ane 
fof the following spells from it, using your spell save DC: 
Tighe (1 charge), dancing lights (1 charge), branding sinite 
(@ charges), duiding bol (1 charge), dawn (5 charges). 
‘wall af igh (5 charges), sunbeam (6 charges), or sunburst 
(charges). Undead targets have disadvantage on saving 
throws against these spells, 

‘The staf regains 1d6 + 4 expended charges daily at 
dawn, Ifyou expend the last charge, roll a 20, On. 1 
the lantern blackens, turns to dist, and is destroyed. 


Macwirvine GLass oF X-ray Vision 
Wondrous item, very rare 
While holding this magnifying glass, you can use an 
Action to speak its command word, When you do £0, you 
ean see into and through solid matter for 1 minute. This 
Vision has a radius of 30 feet. To you, solid Objects within 
‘that radius appear transparent and don't prevent light 
from passing through them. The visio is blocked by 
‘more than I foot ofstone, {inch of common metal, 3 fect 
‘of wood or dirt, or any thin shect of lead 

You must complete a long rest before using this 
item again. 


Tu GOLDEN ScerTEr oF THE ANCIENTS 
Red, legendary (requires attunement) 

‘The scepter has a rounded head, and it functions as a 
‘magic mace that grants. +3 bonus to attack and damage 
rolls made with i It also has the following additional 
properties: 

‘Rubbing the rounded head turns tint a erystal ball 
that allows the user to cast commune allowing them to 
ask 3 questions and secing the answers as visions in the 
crystal ball. The erystal ball needs 1d6 days to recharge 
before ican be used again 


PA20 Potion 
Potion, very rare 


‘The Maker: P20 can only be consumed by the person 
‘who brewed it Is physically impossible to drink 
this potion if you didn't brew it. The liquid will refuse 
to leave its container asifit's being stopped by an 
invisible barrier, 

‘The Effect: Upon drinking this potion, you willbe imbued 
‘with luck for up to 3 hours or | minute depending on 
how well the potion was brewed, Whenever you make 
‘an attack rol, ability check, or saving throw, you may 
roll an additional d20, You use ths effect ater the 
original rll, but before the outcome is revealed. You 
choose which of the results is used for the attack all, 
ability check, or saving threw 


Starr or DRacon’s BREATH: 
‘tof very rare (requires attunement by @ druid, sorcerer, 
warlock, o wizard) 
‘This staff can be wielded asa magie quarterstaff that 
fants +2 bonus to attack and damage rlls made with i 
Ie also has the following additional property 
‘Burning Fire Breath. As aa action, you smash the 
butt ofthe staff into the ground releasing athin sheet of 
flames from the mouth ofthe dragon's head that ison top 
ofthe stafl Each creature ina 15-oot cone must make a 
DC 14 Dexierity saving throw. A creature takes 346 fire 
damage ona failed save, or half as much damage on a 
successful one. The fire ignites any flammable abjeets in 
the area that aren't being worn or carried, This ability can 
be used up to 3 times per long long rest 
AtHigher Levels. Whea using this ability, add 146 
fire damage per attuned character at levels 4, 8, 12, 
16, and 20. 


APPENDIX B: CREATURES 


SHADOW CREATURE 


Madly raed, tiged 


‘armor Class 13 
Hit Points 58 (10d10 + 3) 
Speed Of. 


STR DEX CON INT wis CHA 
16 (43) 5-3) T6le3) 13) 8-2) 10-5) 


Rippiinc Rats 


Tiny beast, unaligned 


‘Armor Class 17 
Hit Points 5 (244) 
Speed 20 fi. 


STR DEX CON INT wis CHA 
43) 1241) 1060) 2-4) 10440) 44-3) 


Damage immunities all damage unless vertical ona wall 

Condition immunities charmed, desfened, exhaustion 
frightened, prone 

Challenge 4 (1,100 X°) 


Attach Before the frst round of combat begins, the shadow 
creature attaches itselfto any character it chooses, 


Actions 


Slap and Scratch. Melee Weapon Attack: +5 to hit, each 5 fe 


fone target. Hit 6 (146 + 3) bludgeoning plus 7 (2d) slashing 
damage, and the target takes 2(1d4) necrotic damage atthe 
start oftheir next turn 


Collapse. As a bonus action, the shadow may collapse into 
the floor, unattaching tse fom sts curren target. lt then 
attaches iteelf to anew target and postions iteefin any 
Giection, 


Challenge Vi (25 XP) 


Keen Smell, The rat has advantage on Wisdom (Perception) 
checks that ely on sell 


Sickly Saliva, ifthe at pierces the skin ana bite attack ts 
saliva seeps into the blood stream oft target that causes 
confusion on a falleé DC § Constitution saving throw. 


Actions 


Bite, Melee Weapon Attack to hit, reach Sf, one target. 
Hits 2 (8) piercing damage 


APPENDIX C: PUNCH BOARD 
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APPENDIX D: THE DETAILS 


APPENDIX E: MusiIcAL NOTES 
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APPENDIX F: THE LIGHTNING PORTAL 


APPENDIX G: THE SONG OF HEROES 


Part 
Number Lyrics 

1 When he passed away on one rainy day 
The scepter was clutched in his coffin 

2 The second to die was the rather large guy 
But fell to a sword through the chest 

oh The forest elf fought a lich by herself 
And that was the end of her story 


4 These heroes and friends met untimely ends 
As they looked for the scepter of gold 

5 The last one alive was glad to survive 
Though thought about his lost friends often 

6 Now four did remain through hardship and pain 
They found what they long did seek 

7 The friends carried on and tried to stay strong 
At least they still had each other 

8 The tiefling wizard got caught in a blizzard 
And died from the frost and the cold 

9 The thief did not make it when she tried to take it 
The scent of her burnt flesh did reek 

10 The rest carried on and sang a sad song 


In his memory though kept on their quest 


a Those that survived did claim the prize 
And shared it as they sought out more glory 


12 The halfling bard took it twice as hard 
When a vengeful gnome murdered his brother 


APPENDIX H: POTION MAKING 


WorksTATION CONTENTS 


Scrot InstRucTIONs 


‘A scroll with instructions written on the front 
‘The back of the scroll contains a diagram of 
connected gears. 

Three cauldrons filled with water, each cauldron 
seemingly made from a diferent materia 

Avwooden spoon. 

‘A gas burner with a knob to control the flame. 

‘A’small flower pot with a small patch of grass 
rowing in it 

rack with three vials: One cantains adark red liquid 
labeled “dragon blood,” the second contains alight 
red liquid labeled “vampire blood,” and the third 

al is empty 

‘An hourglass with markings indicating number 

of minutes 

Aset ofthree empty glass vials: One with a triangular 
base, one with a square base, and one with a 

round base. 


“Three cauldrons are before you, exch brewing a brew. 
You can only use one, which will ou choose 

Cast ran, o Pewter, and even Stee 

Which is the best i make you 8 dea 

‘Think long and hard because fyou ae right 

the potion you brew can help ina fight 


What colar lame are you going to use, 
the colors ofthe rainbow ean help you chose. 
Red, yellow, green, there's even Bue, 

Indigo and Volt are inthis view. 

One colors missing: t's the fame you need 
Turn the knob so your potion can feed 


Novis the time to add the grass 
Just a few, don't you pass 

Let your knowledge af nature guide you, 
hhow many blades will you do? 


“Three vals lay before you labeled one, two, and thre. 
Which do you trust tobe swallowed by thee? 

(One i dragon's blond, <0 strong and so ferce, 
perhaps ths will allow the potian to pierce 

‘The second i blood of vampire deceased, 

0 cald yet pure, cursed you'll ned a priest 

‘Three s empty and waiting tobe filled, 

‘would you submit your blood iit was willed? 

Now you must choose and pour it at wal, 

and watch this potion begin to fl 


Now ts time to str your brew, 
but ow many times should you da? 
Sting inthe right direction is important, 
(or youl break this creation 
Follow the gears here abound, 
track them going round and round, 
From start to fish you can see 
the direction that you stiring should be. 
‘leo count how mary gears 
cause that's how many time you should sti! hear 


Ithas had enough, t's time to sit. 
Letit simmer for abit 

Using your knowledge of arcane and magic 
haw many minutes? Too many will be tragic 


(Once again three vals ava, 
but these are empty out ofthe gate 
CChoaee the right vial to pour in your brew. 
Choose incorrectly, it may tun to goo. 
Circle? Square? Or the triangle vale. 
You're sbout to complete this potion trial, 
Now pour into the vial that has two sides. 
Ifyou've done wel, you're infor s surprise. 


KAN 


How To Usk THE 
PROGRESS TRACKER 


Potion RESULTS 


Number of 
Pace cath character's name into a column, As the Incorrect Steps Result 
characters progress through the ecip, mark a check 0 Brews perfect vial of PAZ 
fors correct soltion or an X for an incorrect soliton. Wil hae luk forthe ful 3 hours 
‘Then athe numberof ¥'s per each charecter and Tope aa wa rachr ea 
4 an imperfect val of PAZ0, 
write the ta inthe Character Faso. The Charter Wil have luck or 10 minutes 
aaah ag fe era 2 Brews a potion of eater healing 
Brews potion of pion 
4 Brews aninerhgud. The vil is filed 
wit brown colored water 
5 Asthe characters pouring the potion 
into the fra il itcomes toe nthe 
{orm ofa gelatinous cube and attacks 
the character, 
6 —_Asthe characters pouring the pation 
into the final vial the potion explodes 
tnd does 5410 fre damage to ll 
creatures ina 25 fot rads, 
PROGRESS TRACKER 
Characins 
Sep. ConectSohution 7 z 3 7 : é 
Cast iron 
Orange 
DT Still Check 


Their Own Blood 


14 Counter Clockwise Rotations 


DCI2Skill Check 


Gicle Vial 


‘Character Falls: 


APPENDIX I: NEED A HAND CHAINS 


APPENDIX J: MAPS 


Ji. THe Harp Room 


J2. THE HEROES CRYPT 


THIS PAGE INTENTIONALLY 
LEFT DEADLY 


A CHALLENGE OF 
WITS AND REASON 


‘Adventurers need much more than just brute force, 
‘magical powers, and nimble moves in order to survive 
thedangers that await them. A sharp mindis just asim- 
portant as asharp sword. When faced with a challenging 
puzzle. finding the solution can be the difference between 
victory and defeat. 


Puzzles, Predicaments, and erplexities If contains a 
collection of logic puzzles, brain teasers, and encoded 
sequences intended to test the problem solving and 
deductive reasoning of characters and players. These 
puzzles are designed to be easily placed into any adven- 
ture with no additional work, yet also provide guidance 
‘on how Dungeon Masters can customize the details to 
bbest fit into their own campaigns. 


This volume also includes two adventures that connect 
the puzzles together with compelling stories, as well as 
several original magic items and creatures. 


‘A Dunceoxs & Deacons” supplement 
for adventures of alllevels and types 
tobe used by Dungeon Masters. 


(LD) 


